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TO ORDER, CALL 

SOO-2 


If you want to add some serious hoisepower 
to your gaming experience, you've got 
read Nintendo Power ^ Magazine each and 
every monto. 


So stei> dn itt Use the order form or call toll 
free now! i-Soo-zss-syoo. 


You’ll learn how to set out of heavy traffic 
and into the fast lane for fon. Every article is 
written to help pave your way to the winner’s 
circle. You’ll find a tank foil of tips and tricks, 
maps and moves, codes and cheats in every 
issue that urill have you burning rubber and 
smoking ttie compeWon. 




Fbr just $19.95* a year you get a subscription 
thaft foUy loaded. TVvetve issues delivered 
your door. Including the January Bonus 
%sue. And throughout the year you’ll get 
f collector’s character cards and Super 
fSver Stamps to spend like cash on excellent 
accessories front the exclusive Super Power 
Supplies Catalog. . 

Order now and get yduV choice of a fREB 
Player’s Oulde. it’s like, a personal road, map 
to your fovorite N64 game. With it you’il get 
extra mileage, every time you playl 
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When Junior swings his 
bat, people hold their 
breeth and look to.t 
MLB Featuring Ken 
Jr. puts you in the big 
leagues for every pitch, evnry 
crack of the bat, Ond every 
diving cetch. Our scouting 
reports couid make you the 
next MVP. Piay ball! 
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Welcome to the ivondertully wicked world of Ban)0‘'Kdzooie, 
where a bumbling bear and a loud-beaked bird take on a* 
witch so evil thet even other witches hate her Our eighf^' 
page preview explores the magic, the moves, the myatery 
and the mayhem. I 


ft snuggles like a buimyjf mekea cute chirp*chirpnoiaea. 
Then it unfeaahes a bolt of lighting powerful enougk to 
frag an ari^. What ia it? Pikachu, one of tie magical mon 
stars of Nintendo's Pokdmon A Game Boy revolution ia 
about to arrive. 


Fo^et the Oacars, die Gramrriea, the Golden Globes and 
People's Choice amrda. The only awards that matter are 
voted on by die readers of Nmtenda Power. The moment 
ia at hand to reveal the beet gamea of the year. And the 
winners are... 
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Sherikt White • Virginia Beach. Virginia 




Are cutesy games not fun? Does violence make a game? Write us 
to let us know where you stand in the delate. Or maybe you’ve 
heard a rumor and you’d like to know the truth.-Send us a letter 
or e-mail and ^e’U will set the record sOaight. 


Good, Clean Fun 

Nintendo has a reputation 
for having good games that 
most parents like, but not all 
kids like these sorts of 
games I found the PC ver¬ 
sion of Duke Nukem much 
more fun than the N64 ver¬ 
sion, and I think it is due to 
the more violent and graphic 
content of the game Lately, 
N64 games have been rather 
childish. Take Snowboard 
Kids, for example Who 
wants to play as a midget rat 
with a giant nose? People 
want to play as people Top¬ 
selling games like Resident 
Evil 2 and Tomb Raider Jl all 
contain graphic violence. 
And you have to admit that 
if you put someone like Lara 
Croft in a game, male 
gamers are sure to buy it If 
Nintendo would put aside its 
kiss-up~to-the-pa rents atti¬ 
tude, there would be a lot 
more sales of N64 games 

Rick Robbins 
Via the Internet 



m NINTENDO POWER 



I am very disappointed in the 
selection of N64 games for 
the mature audience. Most of 
your games are very kid-like 
and unrealistic. The only 
game that comes close is 
ColdenEye, which is still 
unrealistic Why doesn't 
Nintendo come out with some 
games like Resident Evil 2? 

Matt Baisley & 
Mike Clenboski 
BellevuCf NE 

So, the Snowboard Kids are 
cartoony, but Lara Croft^a 
woman who could do bench- 
presses without using her 
ams-isn'tf And what make^ 
Resident Evil so real, and 
ColdenEye noti (As we recall, 
there are no such things as 
monsters and zombies) 
Gaming maturity isn't mea¬ 
sured by how much violence 
or virtual women you like to 
see Duke Nukem, Resident 
Evil 2 and Tomb Raider H are 
all great games, but thegratu- 
itous>blood'and skin add noth¬ 
ing to game play, and the fol¬ 
lowing (wo ietter-wnters seem 
to realize that 

I have no problem with blood 
and gore, except when they 
are the only things in a game 
Far too many games are being 
hyped exclusively for being 
chock-full of blood and gore. 
Don't get me wrong-1 love 
blowing things up, but it gets 
repetitive after a while The 
insulting part about it all is that 


companies will make a bad 
game, pump it up with blood, 
then expect us to fall over it 
Unfortunately, they appear to 
.. be right As f recall, Duke 
Nukem was a rather popular 
game* A game does not need 
blood to be good-just look at 
Super Mario 64 What a game 
needs is depth. 

A^arco Farah 
Via the Internet 

I have a bold statement to 
make: Many gamers arc miss¬ 
ing the point of video games 
They are nert about being 
adult-oriented or having good 
graphics, they are about having 
ftjn (hence, the Fun Machine). 
Look at Nintendo's pros (as in 
professionals) They are all 
adults and they look at games 
as any gamer should. They 
look to see if they are ftjn 

D, Andrew Lorenzo 
Via the Internet 
Clean fun is still fun.Sa thc 
next time ydu see a game 
that stars a cuddly animal 
who's incapable of ever gut¬ 


ting or maiming someone, 
give It a try It might be fun. 

Luigi, Sean, Roger, 
Timothy and George 

What's going on? On the 
Internet there are codes on 
how to get Luigi in Super 
Mario 64 f know they aren't 
true, but where did they all 
come from? 1 almost believed 
the rumors, because there 
were so many I just want to 
know the truth 

Jacquelyn Heinz 
Via the internet 
In the v«y Jarly stages of 
SM64,,Ldlgi was a playable 
character In the end, howev¬ 
er, he was taken out so 
there'd be more room to cre¬ 
ate other areas in the game 
Since he was never pro¬ 
grammed )nto the final ver¬ 
sion of the game in the first 
-p/ace, no code will ever 
rmke Luigi appear in SM64 

In the most recent issue of a 
gaming magazine, they reveal 
the last cheat in ColdenEye 
007 It's called the All Bonds 
(Multi) Cheat, and it lets you 
play as Sean Connery, Roger 
Moore, Timothy Dalton or 
George Lazenby in Multi play¬ 
er Mode They have pretty 
stt?ep requirements. After 
you've gotten every other 
cheat beat Aztec on 007 diffi¬ 
culty in less than nine minutes 



Dem Roth • Glendale, Caltforme 


Beckgrouad Alt CenI Weng • IdeWrie, iouldane 

















prewew/ng Pokemon 
on page 51, snd this summer, 
we'll be featuring regular 
coverage the game along 
with a Pok&non comic strip 


with the enemy settings at 

200% Health, 100% Damage, 

100% Accuracy, and 100% 

Reaction Speed. Could you 

confirm if this trick is for real I 

personally think it is an April 

Fools' joke and would really 

appreciate it if you could tell 

me the truth 

Ryan Whaley 

Via the Internet 

The Information Super 

Highway can also be 
• 

a M/sm/brmat/on 
Super Highway We've 
seen this code, which 
IS entirely bogus, cir¬ 
culating on the 
Internet Apparently 
there are a ht oi cyber 
geeks out there who 
like to make up codes 
with elaborate or 
impossible require¬ 
ments just so people 
will waste their time 
attempting to find 
something that doesn't 
exist (We can't confirm 
if the cheat was intended as 
an April Fools'gag or a cruel 
trick, but, for any of you who 
need to be prompted by a 
laugh track, don't take pages 
80 and Sf of NP Volume 107 
ser/ous/y-fhat was our April 
Foo/s'sect/on ) If you're still 
Itching to find secret 
Golden Eye characters, set 
your Sights on this month's 
Classified /nforn7af/on 


More Rumors Debunked 

I heard the game Golden Eye 
007 was being discontinued 


such a hard time finding it. 
Quite simply, stores have been 
selling out faster than retailers 
could have ever predicted 


Pokemon Mania 

I have been studying up on the 
Pokemon cra^e over in Japan 
They have sold over 10 mil¬ 
lion games and the way it has 
affected their culture boggles 
the mind They have all sorts 
of little figurines and other lit¬ 
tle trinkets based on the game 
There's a Pokemon TV and 
radio show. The closest thing 
that we can con^are to the 
craze is Tamagotchi, although 
the Pokemon craze is on a far 
broader scale I think that 

Nintendo should release 
Pokemon in the U S 
RPG fans will gobble up 
the game. And the fact is, 
these little creatures are 
adorable Here's hewing 
the revolution can cross 
the Pacific and reach 
American soil. 

Mike Williams 
Via the Internet 
The revolution will be 
soiling, er, saturating, 
America very soon This 
fall, Pokemon (pro¬ 
nounced POf-feay- 
mahn) for Came Boy 
and the Pokemon TV 
series will be reaching 
North America. We're 


because a Tomorrow Never 
Dies game is coming out Is 
it true that it's not going to be 
made anymore? 

Nate Hamilton 
Via the Internet 
Whoever makes these rumors 
up could have a successful 


career at The Enquirer We're 
still making ColdenEye 007, 
and we'll continue to make ft. 
As you know, ColdenEye is 
wildly popular, and that's the 
reason why you're having 
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So far> GoldenEye 007 is our refers’ fevorite N04 game in 1998» but how 
dkiflf m\k for 1997? The resuhs of our 1997 NintendoPower Awards have 
been tabulated, and y6u can find^utJfthe man with the-^olden PP7 iaaJsg 
theman With the gqldervpv'^ze on page'SO* 
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COmNY Jtiin 


STAR FOX 64 


James Bond, the old dinosaur of the 
Cold War, as M once referred to him, 
continues his reign atop the Power 
Charts Meanwhile, another 
dinosaur, >bshi, debuts at eight, 
while a dinosaur hunter returns to 
the charts at number ten 


THl LiOm Of ZFLDA 
AUHHTomnsr 


^ 1 GOLDBiEYE 007 

2 OlOOY KONG RACING 

3 STAR FOX 64 

4 WCWV5.NW0: 
wono rouff 

5 SURER UARIO 64 

6 MARIO KART 64 

7 B0MBERMAN64 

8 YOSNI'S STORY 

9 STAR WARS: 

SMDows Of m umti 

10 TUROK: OINOSAUR NUNTER 




SUPER MARIO RPG 


I 





OONKSY KONG COUNTRY 3 
om KONG'S ooum muKU 


The Super NES games have all but set 
up permanent residence in their 
Power Chart positions But before 
they get too comfortable. Harvest 
Moon barges in to replace YosUi's 
Island in the charts 




DONKEY KONG LAND 3 



NINTENOO 

RARE 

NINTENDO 

TNQ 

NINTENDO 

NINTENDO 

NINTENDO 

NINTENDO 

NINTENDO 

ACCLAIM 


1 THE LEGEND OF ZEIOA: 

A urn TO THf FAST 

2 SUPER MARIO RPG 

3 DONKEY KONG COUNTRY 3: 

Dim MHO'S DOUBU TMUIll 

4 FINAL FANTASY III 

5 DONKEY KONG COUNTRY 

6 DONKEY KONG COUNTRY 2: 

DIDDY'S K0H6 OUtST 

7 CNRONO TRIGGER 

8 SUPBt MARIO KART 

9 FINAL FANTASY II 
ID HARVEST MOON 


NINTENDO 

NINTENDO 

NINTENDO 

SQUARE 

NINTENDO 

NINTENDO 

SQUARE 

NINTENDO 

SQUARE 

NATSUME 


1 THE LEGEND OF ZELDA: 

UNK'SAWAKfHIHG 

2 DONKEY KONG LAND 3 

3 JAMES BONO 007 

4 SUPER MARIO LAND 2: 

6 OOIDIH com 

5 OONKEY KONG LAND 2 


NINTENl 


oat 


Link, Mario, 007 and the Kongs have 
settled nicely into the Power Charts, 
but with Pok^mon, Bomberman 6B 
and the color Game Boy on the way, 
who knows what could develop? 


JAMfS HOND 007 
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LETTERS, CONTINUED... 


Zero-Zelda Diet 

Please, I implore you. Stop 
showing screen shots and pnnt* 
ing info regarding Zelda 64 Vm 
on a zero-Zelda diet. I am trying 
as haid as possible not to look at 
any Zelda 6*1 information until I 
get the game. I was doing pretty 
well with my diet, but thai I 
looked at the Turok 2 shots, and 
right below them was a new 
batch of Zelda 64 shotsl I wish I 
hadn't known the town scenes 
were so close to being photo- 
realistic! please limit the Zelda 
64 info to full pages so that we 
won't accidentally look at them 
if we happen to be reading 
something else on the page. 

Dan White 
North Olmsted, OH 
Oops. Then we shouldn't have 
panted your letter so near the 
Power Charts Whatever you 
do, don't look at page 8 or else 
you'll see yet another drop^ 
dead amazing screen shot 
from the /aw-dropp/ng, awe- 
fnspmng Zelda 64. 

Rating Now Playing 

Up until recently, I was thinking 
of canceling my subsenption 
because I thought your maga- 
ztne was nothing but propagan¬ 
da I really thought your mag 
was a hype engine. But recently, 
you introduced Now Playing's 
new system of rating ihe games 
by averaging all of the review¬ 
ers' opinions. This has really 
helped me with my purchasing 
decisions and has renewed my 
trust in the NPerew! 

Rich Finncran 
MandeviUe, LA 

Whal are your ratings based 
on? I don't think I've ever 
seen a game receive a perfect 
10 rating So when you give a 
game a 9.0 rating in graphics 
(as you did for 1080** Snow¬ 
boarding in Volume 106), 
obviously, the game must be 

All art sutmittad becomes the property of 
Nintendo ofAmenee Inc 



\X% hard to stay clean blowing 
things up all day uriess, for soma 
reason, you're made of soap Ryan 
Barrett creates soap sculptures 
and sent us this photo of a showtr* 
fresh Bomberman 

graphically beautiful But 
why didn't it receive a 10? if 
you've never rated a game or 
any element of it with a 10, 
then how can you know 
what you're comparing a 9 0 
game against^ You are choos¬ 
ing numbers on a scale 
where you have no idea what 
a game with a perfect rating 
would look like 

Eric f. Calcara 
Via the Internet 
Our rating system works sort 
of like the Olympics The 
ratings arc an average of our 
ten evaluators' scores, which 
in turn are an average of five 
different scored cafegones 
(graphics, play control, game 


design, satisfaction, and 
sound) Many evaluators 
have awarded ?0-scores in 
individual categories, hut 
those scores were averaged 
out by the other categories 
Evaluator Marty, in ket, gave 
1080° Snow6oard/ng a per¬ 
fect W, meaning he gave the 
game a 10 in all five cate¬ 
gories However, in order for 
the game to receive an over¬ 
all rating of 10, all ten eval¬ 
uators would have to be in 
perfect agreement 

Hooray for Hollywood? 

What IS your problem? 

Never put Hollywood Hogan 
holding Sting in a headlock 
on the cover-it's disrespect¬ 
ful to Sting and the WCW 
Hogan has never beaten 
Sting, but Sting has beaten 
Hogan three limes Plus, I 
have played against Hogan 
on the hardest mode of 
WCW Vs. NWO- World Tour 
using Sting, and I've never 
lost Nintendo and THQ 
would make more money if 
Sting was on the cover disre¬ 
specting the NWO (New 
Wuss Odor) If you still can't 
realize that, then I will just 
have to put Hogan in a 
Stinger Splash, Scorpion 
Death Drop and Scorpion 
Death Lock myself 

Matt D'Amorc 
Beaufort, SC 

Um, well, that's not really 
Sting on the cover of Volume 
W5~it's just Ted Danson 
masquertiding as The Crow 



The votes are Ini We*re announcing Ihe winners of our 1997 Nintendo 
Power Awards on page 60. Old your favorite games get snubbed? 
OonT miss your chance to get them into the spotlight! Let us know 
which games should and shouldn't have won and why. 


NINTENOO POWER PLAYER'S PULSE 
P.O. BOX 97033 
REDMOND, WA 98073-9733 
E-mail: noapulse®nintendo.com 

Background Art Stmo Avila • Oastrt Not Springs, Califomia 


PHOHE DIRECTORY 

NINTENDO 

POWER 

SUBSCRIPTIONS, 
SYSTEM SETUP 
AND REPAIR 

1-800-255-3700 

(1.800-422-4281 TDD) 

6 a.m-9 p m Pacific lime, 
Mondey-Seturday 
6 a m -7 p.m Sunday 
French- end Spenish-e pee king 
representetives ere eveilehle 

TALK TO 
A GAME 
COUNSELOR 

1-900-28£l-0707 

U.S.$1S0 perimniite 

1-900-451-4400 

Cenede $2 00 per niTiiute 

(1-425*883-9714 TDD) 

9 a.m -9 p.m Pecific time. 
Monday* Seturday 
9 e.m -7 p m. Swiday 
Cellere under ogp 19 nied to obtfn 
pertnial pinuisslon tacull. 






1-425-885-7529 

Prerecorded Game Tips 
and Future Product 
InformalioA 

flews ahcufteeent releastfind u|C«irring 
gemesInrellNibleiidosystMACell lor help 
an Yeshi's Story, DuUty Kmg fming, 
Bomterman OA, Qiake 84, Legend of the 
My&ticM fBa$a Steim^ Goemon, CleyRghter 
aa^ALOeMenEye 007, Ster Fox 84, Hexon, War 
Gads, Siqwr Meno 64. Blast Corps, Turolc 
OmosBur Hunter, Doom 64, Killer testinet 
Gold, Star Whrs. Shadows of the Emfure, 
PilotWiiias 94 end Mortal Xambal Trilogy for 
Ike Nintendo 64 Themkalse^liilpforaiiy 
Super Mario game far the Super NESand 
NES. Vifavo Land II, Oenkoy Itong Land, OKI 2, 
DHL 3 for the Game Boy. any Zelda game, 
Donkey Kong Country 1,2, end 3, Mischief 
Makers, Hervest Moon, Lost Vikii^2, 
EerthBoimd, Illusion of Geie, Lufie II, Super 
Meiroid, Secret ol Evermore, Chremo Trigger, 
Rnel Faniaey III, Super Meno RPG, Sreeth of 
Rre I and II. Killer Instmet Street Fighter 
Alpha 2. Mortal Komhet U end 3 end Uliimete 
Kombat 3. This end may bo tong distance, so 
be sure to gel permissien freoi wdioever pnye 
the phone bdl before yoil^I ^ 

NINT^DO 

POWER 

SOURCE 

www.nintendo.com 

E'mail: nintendo@nintendo.com 
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Major League Baseball Featuring Ken Griffey Jr. is the 
closest thing you'll come to reol baseboll short at 
walking through the gate at the bollporki 

j From the innovative mechanics to the stunning, lifelike animation, 
MLB featuring Ken Griffey |r. will impress you right from the opening 
pitch. The huge polygonal players bat, run and throw like rc^ major lea¬ 
guers, and you1l really see the power of a Griffey swing and the finesse in a 
Randy Johnson slider. Even the smallest details-likc playen rubbing dirt on 
their bats when a pitcher waits tuo long between throws-contribute to the 
amazing realism and big league atmosphere. Wb'll start our review with 
' a quid( glance at the game's features, followed by a few strategic tips 
and a *hof stove" analysis of each of the 30 teams. With three dif¬ 
ficulty levels and a host of options, MLB can be played either as 
a sim or as a swing-battah-batlah arcade game. But no matter 
which way you want to play, you'd better pop some corn atm 
cook up a few dogs, 'cause The Game is about to start! 




















In the Exhibition and Homo Run Derby modes, 
players can select any one of the 30 big league 
stadiums and take a tour of the field before the 
action begins Press A to move forward, use the 
Control Slick to rotate and use the C Buttons to 
move up, down, 

right and left. I ^ I * I 


Take a tour and see if 
your batters will have 
achanceof sendng 
one over the center 
field wall 


Exhibition 


iha modes, staitii^ 

with the single Exhibition game. One 

_ ^ j J or two players can choose from all 30 

big league clubs, Including the new 
Tampa Bay Devil Rays and Arizona 
IHl ni-V Ml , I Diamondbacks expansion teams. In 
, , all modes, players come armed with 

their 1997 year-end stats, and all team rosters are based on 
the 1998 spring training lineups. 


World Series mode allows one 
player to challenge the computer 
or two players to go head-to-head ^ 
a best-of-seven series. Trading 
and free agency aren't allowed in 

Exhibition and World Series games, but you can adjust your 
pitching rotation and batting lineitp to your heart's content. 


In this mode, players choose between a one-month pennant 
race, an 81-gainc half-sejison'and a full, 162-game schedule 
Up to four players can participate, each one controlling a dif¬ 
ferent team. This mode offers the most realism and options, 
including trades, ti-ee agency, injuries and more. 


Home Run Derby 


mode, up to four players 
givM the chance to as 
many ^me runs as they can 
before they get ten outs. You can 
select any person on any team as * ^ 
your character, and multiple ^ 

playei3 can pick the same charao * 

ter. Any ball that does not go over the outfield fence will be 
considered an out The person With the most home runs will 
be declared the winner and have his or her hit stats displayed 

on screen. 
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LEWtH liRLSrAtW 
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Classic & 
Arcade 


Auto-Fielding fm^^m 

The Auto^Fielding option 

Will mn and catch for you, I 

but you will still choose .« 

which base to throw to. • 

While Auto-Fielding will 

probably help you climb 

the outfield wall and rob your oppow^il^ 

homers, manual fielding isn't that diffk|||F^ 


AStMS nCRCI . -I WALKO (iFI 

INHAHS tCKn I (III) 

rnLLSs hCKU t martmu csp> 

NTAIUNCllU K IRIFFEY j; im 

REISIXnCKEI M^»ZlTlC! 

tm nan * AsuKsofitsh 

NAHINIIAaii ftOUl I Ml> lUEl Itl 
YAHKECS HSKCI >A IMlItSVEI IS)) 
HausncKci 


Skill Levels 

In Exhibition and World 
Series mode, there are 
three ^ill levels: Rookie, 
Veteran and AlhStar. As the 
difficulty level goes up, 
your batting average will 
likely come down—unless 
you're the next Ken Griffey 
Jr., of coursel ^ 


I MLB gives you two 
batting systems to 
choose from. With the 
Classic batting sys¬ 
tem, all you need to do is watch where the ball is 
going, and, if it looks good, take a swing. With the 
Arcade batting system, you'll need to match the 
batting cursor with the pitching cursor and then 
swing at the right moment to hit the ball. 


and Free 


Agency 


Trades 


If you need more power, belter pitch¬ 
ing or smarter defense, you can pro¬ 
pose a trade with any team (with up 
to three players from either side) or 
sign someone from the list of free 
agents There's no salary cap, but the 
computer will weigh the skills of the 
players against each other before 
accepting or rejecting a trade 


Vbu won't get quality players in return for scrubs Give the 
other team something they need in return Free agents 
aren't always the best but you can pick them up easily. 
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Be sure to check the Transactions section of Sportswire 
daily. This will tell you who's been traded and which free 
agents have been signed and dropped You never know 
who may be available suddenly to fill that gap in your 
outfield or shore up your sagging bullpen The list of 
injured players is also helpful, and it includes estimates 
of how long each player will be sidelined 


If one of your players gets hurt, check the Injuries list after the 
game If the iniury is serious, you may need to work on finding a 
long-term replacement for him 


LB FEATURING 


FEY JR 


Schedules & Scores 


A big part of the thrill of the Season 
mode comes from managing your 
team's roster and tracking their perfor* 
mance as the year progresses, and the 
Sportswire service wflf help you do 
that. Want to ^an your team's roster 
changes and pitching rotation for the 
next month? No problem. Sportswire 
can help by showing you your entire 
season schedule* including day, nigh^ 
home and awav cames. 


TODXySOAHES 


APRIt'IO 


Tans in to Speriswira batore and 
after eechgema to see the dayb 
schedules and scores. . . 


Who's Leading Who? 

Not only will Sportswire update your players' individual stats 
on a daily basis, it will also keep a record of the team's com* 
bined performance in batting and pitching and compare it to 
last year's numbers. You'll even be able to compare your play* 
ers wrth other players in the league. Have you improved the 
team's overall batting average? Are you on track to break last 
year's record number of strikeouts? Ask Sportswire! 


LCXOUe uS&DCRS 


50i!SL 
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C IIETIUII 

4TmMi 


WeSTCRH OIVI 8 ION 


Ami EheUha: An 


Tho cumputur wdl keep track of 
every tesm in the lengun and post 
j daily division rankings, wtn-loss 
I percantegee and more. 
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Classic or Arcade? 






Tti9 m^k to CiMsIi bottmg \% tu 
focus on thf bell. VMtch thi vvey 
It movoa and looh for eny habits 
Uit pitcher hes. Doee he alwan 
follow a fast bell with e elMen » 




% 

Lf) 


The major difference 
between Classic and 
Arcade batting is that 
the Classic system h 
easier to use but more 
realistic and tougher 
to master. In Classic 
batting, the computer ^ 

relies a lot on the play- “ ’ " 
er^s programmed stats to determine how well a ball is hit 
As a result Ws difficult to outperform those stats, unless 
your timing is always perfect. 




Leading off by a step or three will give your runners a much 
better chance of advancing, The computer will rarely try to 
pick you off; but it will sometimes tell runners to advance, 
even if it looks like a hit 
will be caught, so be 
ready to 

back Try to on 
very slow pitches only VL 


If you have two outs, use a 
hit*and*run strategy If you 
get a hit, |ust let your run* 
ners go, no matter what it 
looks like. If it^ caught. It 
wont matter anyway 


INTENOO POWER 


And That Ball Is Outta Herel 


The Arcade batting system is more challenging at first, but once you get the hang of it, h^s 
much easier to get hits consistently, at least against the computer. With Cla^ic batting, you 

have to watch the ball and rely more on your instincts to 
get a hit. With Arcade battings you should focus on the 
pitching cursor instead. The cursor will show you whiH'e 
the pitdt will cross the plate, and whichever way a pitch 
|Z * ] moves, the cursor will move, too, You'll have a better sense 

^ j _ of whether a pitch will be a 

h i-r • . I L, ^ r^. ^ Atetdobattfiig wiltywaVMia ball or a strike and be able 

inuchl»lt«rf«Mofhowand to connect more often. 

EC r -*• y-a ^liowmiichapitohcwim>va> J 
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Playing the 
Mind Game 


Defensive a 
Decisions'^ 

Beaning a batter is unsportsmanlike, but if you 
don't want to face him, you can walk him intcn* 
tionaily by pitching outside. As for basic fielding, 
remember that you can run (Control Stick) and 
throw (C Buttons) at the same time. Yellow 
arrows will indicate the direction and distance 
to the ball. You should also practice climbing the 
wall (press B to jump) without bouncing off. You 
just might rob opponents of a few close homers. 
Manual or Auto-Fieldingf Auto*Fielding is more 
reliable in most situations (especially on those 
infield bloopers), but it does take some of the 
thrill away. 


Batter So ho thinks he can punch me 
out, eh^ Well, how about I swing earlier 
and get a piece of—agW Swung too 
soon that timei 


Batter Fast or slow'? V^it or go’ 
Pitcher He probably thinks Til throw a 
ball just to drsg out the count, but 
that's where he's wrong -haH Got him^ 


Pitching and batting are all about 
psyching out your opponent You 
have to figure out what he's going 
to do and/or fool him as to what 
you're going to do 


Pitcher: Should I start off with a fast 
ball on the inside’ If itls close to his 
hands, he'll either pop it up or send it 
toward first base, anyway. 


Evet with menuel fielding, the com¬ 
puter will edjust e player's position 
it he's close to the cetch terget 

Grounder 


Try to get eheed ot ground bells end 
not chesa them. Dive only it you're 
within two steps of the terget 


Power & Precision 

Don't think that ^tballs wiil always 
get the job done. Vary your pitches to 1 .__j!3 
keep the batter jessing, and toss 
pitches that, if hit, will go the way you I ^ wtTrj 
want them to go. A pitch that's close I 
to a batter's hands will tend to go in 
the direction he's swinging. A pitch ^r- 
that's out toward the end of the bat , 
will tend to go the opposite way. f cncx'i 


tp M eya on your iXlcAar's latigun 
level. Some pitchers retein |ood bell 
rontml whea tired, others go to pieces 


Pop-Up 





















Here's aur "hat stave" analysis at each 
at the 30 majar league teams tar a 
tantasy 1998 season. While aur tips tend 
ta be an the realistic side, the Seasan 
mode alsa allows tar a tantasy dratt 
that will allow you ta build your team 
tram the ground up. Play balll 


J STARTING LINEUP 




J STARTING LINEUP 


Atlante Breves 
1997; iHt place in NLEast 
Record; 101-01 


1.LOFTON 

CF 

2. TUCKEB 

BF 

8. J0NE8 

3H 

4. MCCBIFF 

IB 

5. HLESKO 

LF 

B. BLAUSEB 

BB 

7. LOPEZ 

C 

B. lEMKE 

2B 

8. MAOOUX 

P 


'ff 




f 


Flopide Marlina 

1997; World Seriee CtiHinplOHa 

RHCord; 92-70 


It 


Pro Pleyer 
Stadium 
Miami, FI 
Opened; 1BB7 
Capacity; 40,505 


» STARTING LINEUP 

1. COUNSELL 21 

2. HENTEHIA SI 

B. BHEFFiELO Bl 

4. BONILU 31 

B.FLOyO II 

0. EISENBEICH U 

7. KOTBAy Cl 

5. JOHNBON C 

B. FERNANOEZ P 




The Marlins definitely won't repeat their 1997 
World Series win, but they likely won't be as bad 
as everyone says they'll be Fernandez and 
Hernandez will be good anchors for the rotation, 
but you'll want to shop for other starters If 
Sheffield's numbers fall through, shift Renteria to 
No 3 in the batting order 


w 

BfcTTCsTl .1, I- 


MoHtrHHl Expoe 
1097; 4th place in NL Eaet 
RHCOrd; 78-84 


'■S' 


Olympfc 
Stediem 
Montpeel, PQ 
Opened: 1B7B 
Capeclty: 4E,SQ0 


1. GBUOZIELANEK 

BB 

2. CABHERA 

2B 

B. GUEBBEBO 

BF 

4. WHITE 

CF 

5. AN0BEW6 

BB 

G. FULLMEB 

IB 

7. WIOGEB 

C 

8. SANTANGELO 

LF 

B. PEBEZ 

P 


Turner Held 
Atlaete, SA 
Opened: 1BB7 
Capeclty: B0,B2B 

Despite some off-season trades, the Braves 
remain, arguably, the best team in baseball— 
they re at least the best in the NL East The pitch¬ 
ing rotationis better than any other in the majors, 
and the lineup has both power and consistency 
\bu'il have to work hard at losing to miss getting 
into the playoffs 


See who turns up in free agency in the first couple 
of wee ks and unload starting pitch ers Batista and 
Johnson, if you can Wait and see what Waanor 
gives you-or gives up-in the first month The 
batting order should read this way Santangelo, 
Grudzielanek, White, Guerrero, Fullmer, Widger, 
Carbrera and Andrews 




New York Mhih 

1997; 3ril piece in NL Eaet 

Record; 88-74 


Jl\ 


Ohee Btadium 
Queees, Ny 
Opened; 1BB4 
Capeclty. 55,777 


STARTING LINEUP 

1. MCHAE Cl 

2. ALFONZO 31 

$. OLEHUO II 

4. HUNOLEy C 

5. HUOKEy Bl 

B. EILKEy U 

7. BAEHGA 21 

B. OBOONEZ 81 

8. JONES P 


m 


Luckily for you, the virtual Todd Hundley won't be 
sidelined this season with a rotator cuff injury, 
keeping a respectable starting lineup intact If you 
can keep a lid on your pitchers' ERAs and manage 
your save opportunities carefully, you should do 
well enough with the current squad Maybe with 
you at the helm, the Mets will finally-naaaahh' 


J STARTING LINEUP 


Philedelphia PhillieH 
1997; Laat ploce in NL EaHt 
Record; 68-94 


Vetereee 
Otadium 
Ptiiladeiptiie, PA 
Opened: 1371 
Capacity; B2,13B 


iiii 


11 '^: 


1. ELANVILLE 

2. OyKSTBA 
$. JEFFHIES 

4. BOLEN 

5. HHOGNA 

B. LIEOEBTHAL 

7. LEWIO 

B. BELAFOBO 

8. 8HILilNG 


CF 


ilr 


The Phillies' pitching rotation seems overloaded 
with right-handers, so some creative trades might 
be in order Hang on to Stephenson, who is proba¬ 
bly your second-best starter after Schilling The 
lineup looks passable on paper, but it^ not terribly 
consistent, and some players will be prone to 
injury, so give everyone rotating days off 





























STARTING LINEUP 

1. GBISDDM CF 

Z. CIRILLD 3B 

0. NILSSON IF 

4. J/WA 1B 

5. BUBNin RF 

I MllweukM couity B. VALENTIN 80 

I OtadlUin 7. VINA ZO 

J MllweilkBe, Wl 0. MATRENV C 

10pBMd; 1053 0.0'AMICO P 

J CBpacity; 53,102 

The Brewers are making the move to the NL this 
year, and, with luck, they II be able to celebrate 
the change with a few more runs batted in Expect 
better numbers from both Grissom and Juha this 
year, and if the rest of the lineup remains consis¬ 
tent, you could be a dark horse contender for the 
NL Central title 


Milwnuknn Spswero 
1997; Srd placn in AL CbbItbI 
Rncopd: 78-93 


STARTING LINEUP 

1. JOHNSON Cl 

2. MORANOINI 2l 

0. GRACE II 

4. BOBA Bl 

5. R00BI6BEZ U 

S. ORIE Bl 

7. BLABBER Bl 

8. SERVAIS C 

B. CLARB P 


Cliicaso Cubs 

1997; Lest placn in NL CsBtPal 
Recopd; 09-34 


I WplBlBy Field 
I ChiCBBD, II 
IDpBned; 1810 
I Capacity; 3B,B84 

The Cubbies aren't a great team, but they'll be a 
good one if you manage to squeeze a few more 
base hits out of them Blauser deserves a ^ot at 
the No 2 spot in the lineup, but sodoes Morandini 
Give both of them a few outings against left- and 
right-handed pitchers and see how things shake 
out, or maybe just let them platoon 


Pittabupsh PiPBtas “ 

1997; Znd pincn in NL CeBtpel I 2 

R.c»rd: 79-83 »; » 

S A 5. GUILLEN Ri 

^ G. RENDALi C 

^ TtiPBe RIVBPB Stadium 7.GABCIA Bi 

^ PlttsbuPBll, PA O.PDLCDVICR S( 

\ 1 DpBIIBd; 1B7D 9. COBOOVA P 

eSJ CBpBClty; 47,B72 

Hie Pirates placed second in the NL Central race 
last year, and they could be in the running for No 1, 

f if they remain injury free Womack has lots of 
speed, but that won't doyou much good if he 
doesn t get on base in the first place, so work on 
his swing Third base is a toss-up between Freddy 
Garcia and Doug Strange 


STARTING LINEUP 

1. D. BANOERB Cl 

2. BTyNEB U 

S. LABKIN Bl 

4. R. OANDERB Rl 

5. GREENE 31 

6. PEREZ II 

7. TAUKNSEE C 

0. BOONE 21 

B. BBBBA P 


CinBPBy FiBid 
Cincinnati, DR 
DpBBBd; 1970 
CBpBClty; 52,B52 

In real life, Oeion Sanders is back toplaying foot¬ 
ball full time anyway, so we re going to goout on a 
limb and recommend that he (and one or two utili¬ 
ty players, if necessary) be shopped around for a 
No 1 starting pitcher Back-up center fielder Jon 
Nunnaliy posted good numbers last year and can 
move up to the starting post easily 


; STARTING LINEUP 

1. DESRIELDB 2B 

2. CLAYTON 00 

3. LANKFORD CF 

4. MCGWIRE IB 

5. JORDAN RF 

G. GANT LF 

A Busch StBdium WABBY BB 

1 81. Louis, MD 5- MGNDZZI C 

j0pBnBd:1BBB B. OSBORNE P 

J Capacity; 4B,D70 

Wouldn't It be nice if the Cardinals had a break-out 
season in 1998'’ It could happen Mc(iwire is one of 
the top power hitters of all time, and DeShields 
and Clayton are looking good If Clayton starts to 
connect really well, put him further down in the 
order to give him a chance todrive in some much 
needed runs 


St. Louis Cardinals 
1997; 4th place in NL CnntrnI 
Rncopd; 73-89 


STARTING LINEUP 

1. BIGGID 2 

2. BELL R 

B. AIDU LI 

4. BAGWBl 1 

5. BERRy 3 

B. AUSMUS C 

7. BDGAR S 

B. RIDALGO C 

9. REyNDlDB P 


Houston AetPos 

1997; 1st pincn Ib NL Centml 

RncoPd; 84-73 


The Aetpodome 
Houeton, TX 
Opened; 1BB5 
Cepacity; 54,370 

The Astros have great cornerstone players in 
Bagwell and Alou, but some of the others may not 
live up to your expectations The answer may be 
to platoon some positions, notably third base 
(Spiers), shortstop (Gutierrez) and center field 
(Everett) If a player slumps badly, give his backup 
a couple of starts 
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f Arizona [fiomondbacks 

1997; Expansion team 
Record; None 


kV 


Bank One Bsllpark 
Phoenix, AZ 
Openod; 109B 
Cepacity; 48,000 


STARTING LINEUP 

1. WRITE Cl 

2. BELL 81 

3. BABCIA II 

4. WILLIAMS 31 

5. BENITEZ LI 

8. BREOE Bl 

7. FABBEBAB C 

8. BATISTA 21 

8. BENES P 


•• ’ 


I i sr 


Dont let the fact that the Diamondbacks are a 
brand-new franchise get to you They have proven 
hitting power in the lineup, and if you jUSt lay back 
and don t swing at everything that comes over the 
plate, you just might meet or evan beat the real 
players' numbers If Benes stays healthy and 
stays calm, he could rack up 18 wins this year 




Colorado Rockies 
1997; 3rd place in NL West 
Record: 83-79 


Coops Hold 
OoRvep, CO 
Openod; 1BB5 
Copocity; 50,200 


STARTING LINEUP 

1. LANSINB 21 

2. BURKQ Cl 

B. WALBEB Bl 

4 BICHETTE U 

5. CASTILLA 31 

B. HELTON II 

7. PEREZ Bl 

B. BEEO C 

8. KILE P 


Dn one hand, the Rockies will hit really well on 
their home turf, Coors Field Dn tha othar hand, 
they'll need to, since their pitching leaves so much 
to be desired If you want to ba a contendar in the 
AL Centra!, you may have to trade some power 
hitting for some power pitching—if there s any 
available, that is 


f Los Angeles Dodgers 
1997; 2nd place in NL West 
Record; 88-74 




Oodoor Stodiom 
Los Ansales, CA 
Openod; 10B2 
Capacity: 58,000 


STARTING LINEUP 

1. CE0ENQ CF 

2. YOUNI 2B 

9. PIAZZA C 

4. lABBOB IB 

5. MONDESI BF 

9. ZEILf 3B 

7. HOLLANOSW08TH If 
0. VIZCAINO SB 

a. NOMO P 


Dne man may not a team make, but he might be a 
good place to start, especially if that man is 
power-hittmg catchar Mike Piazza Piazza is a 
rock in the No 3 spot, but you should bump Vbung 
up to leado'f hitter and have him steal as much as 
he can Cedeno can take over as the No 2 hitter, 
but give him a rest once in a while 




Son Diego Podres 
1997: Last place In NL West 
Record; 76-86 




i* ^ 




QuelGomm Btedlum 
San OioBO, CA 
Opened; 1068 
Capacity; 4B,510 


STARTING LINEUP 

1. Q.VHtAB 21 

2. FINLEY Cl 

0. BWYNN 01 

4. CAMINITI 31 

6. JOYNEO II 

B. VAUCBN U 

7. BOMB Bl 

8. BERNANOB C 

8. BBOWN P 


Kevin Brown was picked up by the Padres in the 
off-season, and he s just the thing to anchor 
their pitching staff as the new No Istarter His 
2 69 ERA and high strikaout count could make all 
those hits from Gwynn, Caminiti and Joyner 
more meaningful, and turn some of the team's 
close losses into close victories 


QuuUa 


J STARTING LINEUP 


Son Francioco 6ionts 
1897; 1st place in NLWest 
Record; 9D-72 

3Csin Perk 
Ban Francisco, CA 
Oponod: 1000 
Copaclty; BB,0QQ 


1.BAMILT0N 

CF 

2. JAVIEO 

BF 

S. BONOS 

If 

4. SNOW 

IB 

5. BENT 

2B 

B.BAYEB 

8B 

7. JOHNSON 

C 

B.BANCBB 

BB 

O.BABONQt 

P 




The Giants went from the NL West basement to 
tha division penthouse last year, but their mira¬ 
cle performance could have been a fluka—Barry 
Bonds IS, by most accounts, the only sure thing 
in the lineup As for Estes, rrove him up to No 1 in 
the pitching rotation if he manages to stop 
walking so many batters 
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Bnlfimore Orioles 

1997: iRt plaCR iR ALERRt 
Record; g8-64 




• f 


Oriole Pork ot 
Comdei Verde 
Baltimore, MO 
Dpeeed; 1882 
Capeclty; 48,1 BB 


STARTING LINEUP 

1. ANDEBSDN CF 

2. ALOMAR 20 

B. PALMEIRO IB 

4. RIPXBVJB. 88 

5. OAVIB BF 

B. BAINES OB 

7. BURHOFF LF 

B. BOILEB C 

8. OOROICK $8 

MUSBINA BP 




Will the Orioles repeat their 1997 performance, 
or wil I they have a post peak slump? The hneup 
IS getting older and, presumably, more injury 
prone, but they did post a 98*64 record lest year 
even with several injuries and setbacks If they 
stay healthy, they could be in another race with 
the ^nkees come September 




r 


STARTING LINEUP 


SostOR Red Sox 
1997; 4tli place 
Record; 76-64 



1.GABCIAPABRA 

BB 

in AL Eoat 

2. VALENTIN 

20 

B. VAUGBN 

IB 


4. JEFFEBBDN 

DB 


S. D'LEARy 

BF 


B. DBAGG 

LF 

Feaway Perk 

7. LEYRITZ 

C 

Boatoa, MA 

B. NAEBBING 

BB 

Opoaed; 1812 

B. BUFDBD 

CF 

Capaeity; B3,B71 

MARTINEZ 

BP 


& 


Pitchers tend to throw around the mighty Mo 
Vaughn, but a little more slugging power behind 
him in the lineup could cure that Jefferson hits 
lots of singles, and Valentin has lots of run-pro* 
ducing power, so you might switch them and see 
what develops Give Garciaparra the No 3 spot 
in the batting order from time to time 




New York Ynnkees 
' 1997:2nd pince in ALEant 
Record: 86-66 


STARTING LINEUP 

1. KNDBLAUCB 

2B 

2. B. WILLIAMS 

CF 

8. MARTINEZ 

IB 

4. DAVIS 

DB 

5. O'NEILL 

RF 

8. CUBTIB 

Lf 

7. BBDSlUB 

3B 

8. JETER 

BB 

B. GIBABDI 

C 

D. CONE 

8P 


Yenkee Stedium 
Bpoix, W 
Dpiied: 1823 
Cepeelty: R7,R4R 


Great hitting and great pitching (from Cone and 
Pettitte. anywaylwill definitely put the^^nks in 
contention ior the AL East The lineup should 
read this way Knoblauch, Jeter, Williams, 
Martinez, Davis, O'Neill, Curtis, Brosius,6irardi 
If Irabu falters, give Mendoza the No 4 spot in 
the rotation 


EAST 




Tnmpn BRy OrvII Rrvr 
1997: Expnnsion Tenm 
RRCord; Norr 


TTopleaii Field 
Bt. PetBPibiPR, FL 
Dpaied; 15S8 
Capacity: 48,DDD 


STARTING LINEUP 

1. MCCBACBEN CF 

2. BDGGB BB 

8. MARTINEZ RF 

4. MCGBIFF IB 

5. BDBBENT8 DB 

8. BELiy LF 

7. FLAHERTY C 

8.8T0CKER 88 

B. CAIRO 2B 

AUIABEZ 8P 


Wilson Alvarez will likely turn out to be a solid 
No 1 starter for the Devil Rays, but the team s 
pitching talent falls off dramatically from there, 
so shop around the free aocnts at the beginning 
of the season Ibu might ^so want to flip-flop 
Martinez and Boggs in the lineup—Boggs is get¬ 
ting older, but he still can produce 


Toronto Blue Jnys 
1997; Lnst plRCR IR AL ERRt 
Record: 76-66 


Bkydome 
Boatoa, MA 
Dpeaad; 1B1Z 
Capacity; 38,871 


> STARTING LINEUP 

1. BTEWABT CF 

2. FERNANDEZ 2B 

8. CRUZ JB. LR 

4. DELGADO IB 

6. GREEN BF 

8. BTANLEy DB 

7. BPBAGUEJB. BB 

8. SANTIAGO C 

B. GONZALEZ OB 

BENT6EN OP 


The key for the Blue Jays will be run support 
They have two great pitchers in Clemens (who 
should be No. Istarter) and Hentgen, and the 
rest of the rotation would look better if there 
were more offense Lay off the first pitches, 
work the counts, and see what develops 
There s nowhere for the Jays to go but up' 
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STARTING LINEUP 

1. MMERON C 

Z. OURRAM 2 

S. THOMAS 1 

4. REUi LI 

5. VBVTURA 3 

R. OROONEZ R 

7. SIERRA D 

R. O'RRIEN C 

S. CIL R 

NAVARRO R 


STARTING LINEUP 

1. HUNTER CF 

2. ROBERTS OR 

R. RONZALEZ LF 

4. ».ARH 1R 

5. HIGRINSm RF 

R. RANDA RR 

7. EARLEY 2R 

R. CASANOVA C 

R. CRUZ RR 

TROMPSON 81' 

The Tigers arecrossing the border from the AL 
East, and they have a good shot at challenging 
the Indians, too The lineup is looking fine, 
though we'd switch the streaky Gonzalez with 
the more dependable Higginson Thompsons 
record would improve greatly if the hitters gave 
him ]ust two or three more RBIs per game 


ChlCOQD WhitR Sox 

1987; Znd pince in AL CentPRi 

Record; 80-81 


Dotpoit liQOPS 

1997; 3Pd pince In AL ERRt 

Record; 78-89 


Comiskey Pork 
ClilceRo, IL 
Opened; 1RR1 
Cepeclty; 44,321 


Rner Rtedlim 
OOtPSlt, Ml 
Opened: 1R12 
Cepscity; 4C,946 


The WhiteSox contenders or pretenders’ The 
heart of the lineup is impressive {Thomas, Belle, 
Ventura), but the pitching can be scary at times 
Unless some golden trade prospects or free 
agents come along, you II have to power hit your 
way through the season Switch Cameron and 
Durham and start swinging 


STARTING LINEUP 

1. OAMON CF 

2. OFFERMAN ZR 

3. MORRIR OR 

4. KINR 1R 

5. CONINE LF 

R. PALMER RR 

7. OYE RF 

R. SWEENEY C 

R. MILLER RR 

APPIER RP 

ibu II have to play musical chairs with the bat¬ 
ting order to see whot might help the Royals out 
of the AL Centra! basement While Damon has 
good base-stealing speed, we're tempted to go 
with Offerman as leadoff hitter 'ibu might also 
try switching King with Morris and see if that 
adds up to more RBIs 


Cleveland Indiens 
1997; AL ChampienR 
Recopd; 80-7S 


KnnsaR City RdyrIr 

1997; Lest piece in AL CentPRi 

Recopd; 67-94 


Hstamen 
Stedlum 
Ksnttt City, MO 
Opened; 1R73 
Capecity; ^,R25 




Minnesetn Twins 

1997; 4th pince In AL CrriprI 

Recopd: 68-84 


R. R. Remphrey 
Metredome 
Minneapolis, MN 
Opened: IRaZ 
Cepecity; 5R,7RR 


No 1 starter Brad Radke put up 20 wins last sea¬ 
son, but he remains the only bright spot in the 
Twins' pitching rotatioa Switch Coomer and 
Cordova in the lineup, and find a place for Lawton 
higher up—maybe even in the No 2 spot This 
may not be enough for the Twins to break 500, 
but It couldn't hurti 

































STARTING LINEUP 

1. EBBTA0 II 

2. VELAROE 21 

3. EOMONOB Cl 

4. OALMON Bl 

5. HOLLINS 31 

B. FIELDER 01 

7. ANOEBSON Li 

B. 6BEENE C 

B. OISARCINA Bi 

FINLEY Bl 

With solid hitting, solid defense, and a pitching 
staff that IS better than their combined 4 00+ 
ERA implies, the Angels could challenge the 
Manners Move Anderson up to No 2hittorand 
put Velarde at No 7 or 8 temporarily Get a feel 
for his numbers (he was sidelined last year), then 
give him a permanent spot 


STARTING LINEUP 

1. COBA 21 

2. BODRIGUEZ Si 

3. GBIFFEY JB. Cl 

4. MABTINEZ 01 

1 The KlnoBome $. bubneb Bl 

J Beattie, WA B. BE6UI II 

i0peneB;1B73 7. OAVIB 8I 

I Capeclly; SB,IBB b. WILSON C 

3 S. HILL Li 

9 JOBNBON Bl 

The Manners have the best power-hitting lineup 
in baseball (led, of course, by Ken Griffey Jr), and 
with Johnson, Fassero and Moyer as their top 
three starters, this could be tha year they bring 
home championship rings Shop for a long reliev¬ 
er (free agent Bartolo Colon looks good) and a 
decent closer. 


Anaheim Angels 

1987; 2nd place in AL Wsst 

Record; 84-78 


Seettls Msrinsre 
1997; let piece In ALWeet 
Record: 90-72 


Anehelm Sledium 
Aneheim, CA 
Opened; 1066 
Capacily; 3B,051 


i STARTING LINEUP 

1. GOODWIN Cl 

2. BODRIGUEZ C 

3. GREEB U 

4. GONZALEZ 01 

5. CLABK II 

B. KELLY Bl 

7. TATIS SI 

B. ELBTEB Bl 

B. MCLEMOBE 2i 

Win Bl 

The watchword for the Rangers will be "pla¬ 
toon. ' Rodriguez will need rest later in the sea¬ 
son, so let him be OH once in a while and shift 
Gonzalez out to right field Goodwin can steal, 
but as leadof f hitter, he should have a better on- 
base percentage If he can't cut it, Clark or Kelly 
may have to step in 


STARTING LINEUP 

1. BEN0EBS0N U 

2. SPEZIO 2I 

3. GRIEVE Bl 

4. GIAMBI II 

5. OTAIRS 01 

B. OLOWERB SI 

7. ABBOTT SI 

B. WILLIAMB C 

B. MCDONALD Cl 

PBIETO Bl 

After year-erd and off-season roster changes, 
there may belinht at the end of the tunnel for 
the embattled A's Rogers and Candiotti will be a 
boon to the pitching staff, and with new team¬ 
mates Hende.-son, Abbott and Blowers providing 
support around him in the lineup, this could be 
Grieved yaar to blossom 


Oekland Athletics 
1987: Lest piece in AL Wsst 
Rscord; 6S-97 


Texee Rangers 
1897; 3rd in AL Weet 
Record: 77-85 


The Bollpark 
In APiineton 
Arlmslon, TK 
Opened; 18B4 
Cepeclly; 4B,1BG 


OaklanO-AlsmeBe 
Counly BlfiBwm 
Oakland, CA 
OpeneO; 1BBB 
CepacIlY: 45,177 


Ken Griffey Jr is a player for the ages, and the game that bears his name is 

one, too This title combines the ease of an arcade game with the depth of 

a sim, and if you have any interest in baseball at all, you'll find something 

to like here If past Griffey games were 

hits, then this one is a grand 

slam homer' ' «f, 
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mo BOY. 


@ mjENDOP^ER 


“THAT’S RIGHT. MY PRETTIES. LISTEN TO WORD BOY 
COME INTO MY LAIR WITH THAT DUMB BEAR AND BIRD 
RESISTANCE IS USELESS. HAHAHAI“ 


RESISTANCE IS IMPOSSIBLE 


When It releases on June 29th; Banjo-Kazooie will open 
lor to 3-D adventure like no game has done 

before The only thing like it is 
Super Mario 64, but Banjo- 
Kazooie is a full generation ahead 
in graphic richness; and it will 
take most players three or four 
timesjonger to figure it all out 
Final I^Vomplete after more than 
two yArs in development at 
Rare^jpttnjo-Kazooie turns out to 
be arpowerful^s a magic potion. 
Nine puzzlingporlds wait to be 


explored, each containing ten 
Jigsaw pieces and over a hundred 
other Items The goal for players is 
to collect jigsaws and Notes to 
open up all the doorS; to learn new moveS; and to 
stomp and fly and swim where no bird or bear has ever 
stomped, flown or swam before With fiendishly fun 
puzzleS; wonderfully rude characters, 
huge, stuiyiing worlds to explore, 
and probaljly the best sound effects 
and mi^l^l score to date, Banjo- 
zooie^ simply 
irresistible 


01998 Nintendo /Rare 


The video game world is 
about to receive a 128 -megabit 
shock to its senses. Banjo- 
Kazooie from Nintendo Is set to 
I raise the bar on the NGV. 
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TOOTY 


■B. When Gruntilda, the 

wicked Witch of the 
ugliest kind, heard about 
pretty littleTooty, she practi¬ 
cally popped a wart Naturally, 
being a vile, cruel, and ultimately 
predictable video game villain, 
Gruntilda bearnapped the 
» young honey bear and hid 
I her away in a puzzling 

lair where she intended to 
steal Tooty's beauty with a diaboli¬ 
cal machine Only then did Banjo, 
Tooty's sleepy, but courageous 


brother wake up to discover 
that his sister was missing 
With the help of his loud- 
beaked friend, Kazooie, Banjo 
set off to track down Tooty, 
defeat the greatest evil ■ 
known to Rare program- I 
ming, and make every- I 
thing swell again Since M 
there are no innocents to M 
protect, no names have I 
been changed Let's get Tj 
on with It L 


This sleepa^onuy 
bearmay^mabit 
slow, butw's a hero 
through and through 


Kazooie may think that she's the star of the game, but 

It's really a team effort Like every great acting 

team-Laurel and Hardy, Bogart and Bacall, Bullwinkle, 

and Rocky — the co-stars talents complement each 

othei^anjo and l^ooie have spe- i 

cialiCd moves, buf they also have ^ ^25 

tand^ moves injul^hich they work j| 

togetf^ Durin^ame play, you'll 

switch back and forth betJi^n the 

two as the situation di<^tes..Jt, 

there's a tree to climb, 

the lead If you want to run up a 

beep hillside, Kazooie will be your 

choice As you learn the upves, it 


all starts feeling quite natural 
Maybe one day we'll all carry ▼ 
around a fiesty. Rod Crested 
Breegull in our backpacks 


WHO AHB YOU CALUNG UDOD-BEAKED? 

I’M THE STAk OF THE GAME. BANJO IS JUST 
TRANSPORTATION. GET IT RIGHT. YOU HACK. 
























On the K^slopes of Freezeezy 
Peak, the warm-hearted 
Bogoy needs a helping paw 
nis bear cousin, Baijo 


NINTENDO fbWER 


SUPPORTING CAST? WITHOUT ME AND MY 
DHaOUSNESS. THERE WOULDN'T BE ANY GAME 
AT ALL. I DEMAND TOP BILLING/ 


The sufarting characters in Banjo-Kazooie come in all 
shapes, sizes nnd degrees of disgruntlement Some of the 
critters^tf all they can to help our heroic pair Bottles the 
fnole.<»p'» up throughout the game to teach new moves 
analo bandy insults with Kazooie On the other paw, 
many of the characters belong heart and soul to the evil 
witch They're just hanging around, waiting for a tasty 

treat of bird and bear And then there's 
Brentilda, Gruntilda's good little sister, 
who gives you mysterious clues about 
her sister's weird behavior. One 
thing that all of the charac¬ 
ters share is that they come 
alive with wonderful 


ani¬ 


mation and sound The 
artists, designers, 
composers and writ¬ 
ers at Rare stopped at 
nothing to bring these 
characters to life They 
pop up at odd times 
with witty comments 
and cartoon trash talk 
They squawk, burble, 
grunt, moan and cluck 
They even move with 
attitude In short, 
they're unforgettable 


Mr Kle 

Bubblegloop Swamp is home to 
many creeping and crawling things, 
but Mr Vile's toothy smile conceals 
an inner crocodile 


Clanker 

The huge namesake of 
Clanker's Cavern earns his 
keep as Gruntilda's trash 
compacter What he really 
wants, though, is just some 
fresh water and oxygen 
Unlike most creatures of this 
size, Clanker isn't bad to the 
bone Deep down inside, he 
has a heart of gold 


Mumbo 

Mumbo the witch doctor commands power¬ 
ful magic that can transfomi bird and bear 
into marvelous forms, like a termite or a fish 
He also plays a mean fiddle 

Conga 

What Rare game would be 
complete without a pair of 
simian misfits like Conga and 
hischimpyfnond To win 
some Jigsaws, you'll have to 
defeat i^aracters like Conga, 
and unlike bosses in many 
games, you may run into 
many of these bloated bad¬ 
dies in a single 


Captain Blubber 

The old sea hippo is one 
of many bit players 
who show up to pre¬ 
sent our heroes with 
puzzles Of tasks. 



































The many moves in Banjo-Kazooie range from simple to 
complex, but you don't need to remember them all at once 
You learn moves as you progress by talking to Bottles the 
mole When a new move becomes essential for passing a 
stage, Bottles will be there to teach you how it's done Some 


of the moves are for Banjo, while others ' ^ \ 

are performed by Kazooie To get anywhere j 

in the Witch's Lair, you'll need to use them both 
Below, we^ve demonstrated some of the 24 moves, but \ 
you'll have to read next month's review to see them al 

1 ) i'. I Kazooie Flight 

Kazooie takes over on 
the flight pad, hauiiiQ 
Banjo along for a wid 
r:deinthesky Red 
^ feathers keep Kazooie 

1 ' 3’rborne for longer ■ 

^ IK ^ - periods I 


Banjo Punch 

Banjo swings his 
mighty arms and 
swaggers forward 
to punch enemies 
or obstacles 


Beak Buster 

While in the air, 
Kazooie dive' 
bombs straight 
down to peck 
helpless foes or to 
activate groifid 
switches 


Forward 

Attack Roll 

Banjo bowls over 
the competition 
with a neat 
somersault 


Rat-a-tat Rap 

When Banjo 
lumps, and pokes 
her beak at ene' 
mies, Kazooie pops 
out of her back' 
pack 


Talon Trot 

After flipping 
Banjo onto her back, 
Kazooie can race at 
high speed and scram 
ble up steep slopes 
without slippng 


Bear & Bird 
Paddle 

With Banjo kicking, 
your progress is sfow 
but your control IS 
tight If Kazooie flaps 


Egg Shots 

From the front, 
Kazoore can fire 
out eggs like 
cannon shots 
From the back, 
the eggs sort of 
ploftout 


herwngs under - 

w«r, you'll move , 

mim faster On the djrface, you li cruise 

n'oi^sing Banj^ bear paddle 


VOLUME 


KAZOOIE DE$ERV'ES WHATEVER 5HE GETS. THAT BIRD- 
BRAIN IS A PAIN. WHEN I TRY TO TEACH HER SOMETHING. 
SHE JUST RUFFLES HER FEATHERS-AND MINE. AS WELL. 


“I’LL HAVE YOU KNOW THAT SHOOTING EGGS TAKES CONCENTRATION 

AND AS MUCH EFFORT AS....WELL. WE WONT GO INTO THAI BUT NO 

BEAR OR HUMAN CAN DO H YOU JUST WATCH WHAT YOU WRITE.' Cil 






























pieces, you'll have to fight a boss 
figure out a puzzle, perform 
some astounding feat or win a 
minigame No previous adven- | 
ture has had this much variety 


^Gnce you learn how to get around, you'll have to 
learn what getting around gets you The most impor 
^^tant jtftrnb in Banjo-Kazooie are the golden Jigsaw 
pj«fc and the golden Notes By fitting jigsaws pieces 
rinto the pictures, you'll complete the picture and 
^unlock a door somewhere in the game world Other 
Items include eggs, feathers, Mumbo Tokens, and 
^ special Items like the Wading Boots While some 
A Items are out in the open just asking to be found, 
^ many items have been hidden away or placed in 
^iifficult-to-reach locations. To win other lissaw 


Notes activate and 
open Note Doors 
must collect 
the number of 
notes thet appears 
above the door if 
you wish to enter In 
every stage, you'll 
also find 100 notes 
scottered about 


Witli each power flap, Kazooie gains 
altitude, but uses up one rad feather 


Pmhonevcornbs come in two types Collect six 
tiollow'honeycomb pieces to add one solid hon* 
eycomb to your life bar Regular honeycombs fill 
up your life bar 


Each world holds ten Jigsaws, and other Jigsaws 
can be found in the Witch^ Lair Since Jigsaws are 
the most irrportant items in the game, you can 
bet that most of them ara hard to collect In most 
cases you'll have to solve puzzles, beat bosses, 
or perform extraordinary feats of endurance or 
sMI to earn a Jigsaw 


These special feathers form a shield 
that protects both bird and bear from 
attacks when in use 


Spsciaf Items cai be 
anything from tho gold 
treasure lostby Captan 
Blubber to the Waders that 
protect Kazoaa from infested 
water They are most ofX&n^ 
used for short term gams of\ 
to solve puzzles 


Powerful magic resides in these silver 
ekulls Collect as many tokens es is indicat 
ed onihe sign in Mumbo^ hut, then give 
.them to the witch doctor In turn, Mumbo 
: will transform our heroe^*intonaA|4orms 


Jfhjos are characters, but they're also a 
sort of Item. If you collect all five Jmjos 
from an area, you'll ge^J^sawt-<Nw 


NINTENDO POWER 


"MUMBO UKK TRANSFORMING BEAR AND BIRD 
MUMBO WOULD TRANSFC^M UGLY WITCH TOO. 
BUT NO M/aC IS THAT POWERFUL" 








































“I HA\/E MORE MAGIC IN MY NOSE HAIR 
THAN THAT QUACK WITCH DOCTOR HAS 
IN HIS ENTIRE HUT" 


r 
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WHERE WITCHES DARE 


All the characters, moves and items come together in 
the nine wonderful worlds of Banjo-Kazooie, not to 
mention Gruntiida's sprawling Lair The game begins at 

Spiral Mountain 


12 ^ 





where Banjo, 
Kazooic, Tooty 
and Bottles all 
live High above 
the valley loom 
the greenish 
crags of the 
Witch's Lair, but 


in the glen there is sunshine and flowers Here, before 
you enter the Lair, Bottles will teach you many of the 
basic moves and give you a chance to practice them 
Once you feel ready to move on, you'll cross the high 


bridge into the maw of the ♦ 
mountain and begin your 
adventure The Lair itself 
IS a series of tunnels and 
chambers that worm into the mountain There yoikwill 
find many doors leading to the nine worlds, but at first 
they are locked or hidden away Although Mirnbo's 
Mountain will be your initial destination, your cpoices 
after that will be limited only by the number of ifasaws 

and Notes that you 
collect Now get 
set for a whirlwind 
tour of the early 
worlds of Banjo- 
Kazooie and a sneak 
at what lies ahead. 



THE ROVING EYE 


Tor those of you who played Mario 64, which is just 
about everyone who loves games, you know how impor¬ 
tant It is to be able to see things from different angles in a 
3-D world. The programmers at Rare devised an excellent 
system for moving the camera perspective to different 
angles The most useful 


acters while the bottom C Button zooms the 
view in and out. The lop C Button gives you a 
first-p«on perspective, great for looking all 
around, but you can't move Banjo and Kazooie " 
when you're using this perspective 



camera control is active 
when you push the R 
Button. When you press 
it, the camera moves 
directly behind your 
characters and follows 


along^The left and right C 
ButiA rotate yoitf view 


aro 



the centr^ char- 

4 



K^pir>g the camera wnna your 
heroic pair is often t^bcst way to 
S{N what's going on 


Sometimes it's useful to hawa side- 
angle view when jumping 



Check out surroundirtgs by usii 
the first'per^ camera option. 









IT'J ABOUT TIME YOU GOT IT RIGHT. IT DOES 
TAKE SKILL TO SHOOT EGGS AND DEFEAT AN APE 
THJ SIZE OF A BUILDING. THAT’S WHY I’M A STAR." 
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k One Jigsaw piece will gain you entrance into 
m this alpine wonderland where Mumbo lives 
Ti amidst some pretty strange neighbors It is a 
/small world that's not overly dangerous-n 
good place to practice your new skills and learn 


a few more from Bottles The highlights 
include a fight with Conga the big ape at 
the top of an orange tree, your meeting 
with Mumbo, and your trip into the ter¬ 
mite hill after Mumbo transforms you. 


This formation of stones holds a trove of items 


The pond contains secret treasures, so youTI 
vNonttotakeadip 


Conga hurfe drafQlffrom the top of the tree This is 
where Kalooie learns to shoot her eggs, which takes 
great skRijnd cunning on her part 


Treasure Trove Cove is the best place to go next because 
It's there that you'll learn how to fly Not only does the 
action pick up on the desert island, the puzzles start turn¬ 
ing into real brain-bumers Most of the Jigsaws are hidden 
away and require considerable effort by both 
bear and tjurd to retrieve. The dangers are many, 

_ I like the giant shark in the water, |^H| 
snapping treasure chests, the |BR 
aabs on the beach, the Hermit 
Crab, and spiny fish Ah, but MSP 
the views are tremendous You 
^an climb the cliffs and look 


out over the sea. On the top of a 
tain sits a lighthouse In a cove rests a beached pirate ship 
Every palm is crowned with items and every cave holds < 
mystery What a great place for a vacation 


The Jinjo^ttfehore lookskiared, and 
well he shoBd be, with the giant shark 
circling nearby. 


NIH'^NDD POWER 







































Look for Brentildd in 
unlikely places 
vital clues thnt 
you’ll use at the 
conclusion (tf the 
gama 


ELSEWHERE IN THE LAIR 

MumbO's Mountain and Treasure Trove Cove are just the rest of Banjo and Kazooie's journey as ihe/cross 
the beginning The action really starts picking up when burning deserts, climb frozen mountains, explore Click 
you move on to Clanker's Cavern and Bubblegloop Clock Wood, enter a mansion full of monsters and set 
Swamp We leave you with some tantalizing images of sail on the bad ship HMS Gruntilda Bon voyage* 


It takes a lot of pluck for a bird to brave 
these rotating knives 


and the reality will ^^slitv 

"“t month, town 

//.ap covetagi n the June 

Nintendo Power UntiiT 
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The sphynx and the pyramids hold 
many secrets 


Freezcezy Mountain reminds Banjo of winter and 
sleep, but there’s no time to rest 
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98 Acclaim Entertanment-li^i^/ j 


The world’s riches are yi^urs for the 
taking In Acclaim's stomach-churning 
Forsaken 64. All you have to do Is get 
past the trigger-happy security robots 


EARTH IS CONDEMNED 


In 2113 the human race blew itself to opportunists from all comers of the galaxy 
smitiierems while experimenting with fly in on their anti-grav pioncydes, only 
subatomica manipulation. Now the galao one thing stands between them and 
tic theocracy has voted earth condemned, untold riches: the earth^s automated robot 
and anything on the planet that can be sal- defense network. The armed mechanoids 

A$ rogues and won't give 





















REAL TIME. REAL SPACE. REAL COOL 


Welcome to the world of Forsaken. You arc a space rogue out 
to make a buck in one of tiie deadliest sectors in the universe. 
Forsaken may look like another Doom clone^ but It offers an 
impressive'balance of puzzles and flight-stm style dogfights. 
Play control H futuristic and responsive. Tap the accelerator 


and the walls blur as your bike surges forward In a real-time^ 
real-space, 3-D environment Nudge die control stick and 
instantly roll your pioncycle into a dizzying spin, but don't 
stop to figure out wkich way Is up or down-easy targets are 
roadkill on tWsdark|ridnet 


As yot twist end turn through Fmekas^ levels, the walls 
end corridors dip ell eround you. Nevigating through the 
gyreting pessnges is contusing. Retrecing yoer roete while 
dying epslde down cen muke you think youVe iu uuexplored 
territory. Although it^ tough to keep your beerings wfiile 
you're dodging loser beams, each me lu e meze usually he$ 
e different color. Remember the wall colore es you explora 


Forsaken is a gamer's 
game-it doesn't have a 
tutorial or a training 
mode. The quickest way 
to learn is to hop on your 
bike and get vaporized. 

After a few humbling 
minutes and a dozen fiery 
crashes, you'll quickly 
learn that flight is often 
better than a fight, and the best battle are the om^ in which the 
enemies never see what hit them. The deadliest weapon in diis 
game isn't a massive beam weapon or a super-smart missile-It's 
the gray matter inside your skulk. _j 


Murky pools of water m 
your only clues to which way 
is up inside e meze.Pion- 
cycles ere designed to travel 
through ell conditions includ* 
mg water. Slip beneeth the 
surface ond explore the 
depths, but ke^ an eye out 
tor dark shadows. The 
mecheniod enemies in the 
geme ereni etreid to get 
their nenochips wet 


ViiLUME lot o 


NINTENDO 64 
















Anescapse from^fijakymr 
circus, k nife throfvnf Nm is i 
out for l^s sort of gory Work. 

TflUCKER 


SCUM OF THE UNIVERSE 


The salvage operatbn on earth is an open invitetbn to lootm Use these rogues for dngla end muhipiayer action^ but don't be 
throughout the universe, including these slimy oi^rtuni^ surprised if you find a hidden cheracter or two. 


Bom to be wild. Uker Beard and 
his skeletal sidecar buddy. Mad 
Dog, rove the galactic highway. 

L.A.JAY 


Solar wave surfing Jay sacri- 
ficas his rays to cash in on the 
ebandonded treasaras left 
behind on earth. 


Lokasanna balongs to a secrat 
seclaty datanidn^ to meld mai 
and machine into one. 

CLARK CULVER 


A gambler and a cheat Culver 
knows when to hold 'em, wIim 
to fold 'em end when to blow 
*emaway: 


An enraged saurian trapped in e 
steel womb.Foet(M plens on 
making his cloning creators pay 

EARL SLEEK 


As The "Earl* wHI tell you. hia 
fine tailored clothes era sharp¬ 
er thee most people is braina 


After trucking long-heel oper- 
atloas to condemned solar 
systems. Ikackar is now his 
own boss. 


DESTRUCTIVE DEVICES* 


No matter how fost you think you can ride, your pioncycia is won't improve until you know exactly how and whan to pull 
only as good as the weapons it carries. Your survival odds the trigger-without your enemy knowing that you're there. 



All pioncyclas era eqiapped with Mug 
roclmtsi^en they leave the showrom 


At the tipof every Solaris missile is a 
highly intelligent hent-seeking computer 


The Uua blast from GravgonswflII tarn- * 
porarily trap anything instda a force field. 


. I Scatter Missiles break loose ell the 

*^^1 weaponsettachedtoatargatpiooc 


The Multiple Hra Rocket Uunclianiiave 
a fast rate of fire with Kttle Icouraey 


Titans have the biggest bang, but yoiTJ] 
f, I to flee from the mcplown radiuses j 


Pine Mines fira rmssHes at anything stl^ 
|M enough to fly widun their range. . 


Keep collecting Power 
tri|d^B your beam weapon's pMMf. 


Whatever touches a group ef Purge 
Mines lamstantly tore intt little iMCta 


Like front-seat air bags. Pulsara are 
^1 standard aquipment on all pconcycles. 


These megaton wondere tWIuar die 
lergest exposion radius in the gama. 


ROCHGTS 

socnnis 

missices 


GRRUDUn 

miSSICB! 


m.a’, R.Cvs 


TiTArr 

mis^iUGS 


POUIBR 

POOS 


PUCSIIB^ 


lojex guns seem week until you 
charge them up and unleash them on a 
hapless foe. 

Suss Guns are ra|wl-fim. long-range. 

^^^1 getling-style guns that do little damage. 

^ Lasers era powerful, double-beam 
I weapons that devour'your energy supply. 

I All pfoncyclas start with shields. Ybu must 
^ I J|ndmgr^^|e|i|gn|ftJiuQHrrigfBQ5gi^ 

Thisa aliipowand-iy vaMons of tht 
standani tjiwHlSiit on yok^poncycle. 
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FORSAKEN 64 


^LUMEIOi ^ 


GET A GAME PLAN 


while knowing something draut combat flight simulators and self into lots of big trouble. What you need is a solid game 
Doom-clone games will help you deliver destructive woe to plan to get you out of H. When you're tired of being blown to 
your foes, your experience could be just enough to get your- bits, check out our fevorite single-player strategies. 


WEAPONS 

Your standard MUG rockets and Pulsar bolts wn't dish out damage to many foes. 
Start looking around for weapons as soon as yob start 
the game. Finding Power Pods and Solaris 
missiles should be a high priority for 

starting out in single-player mode.' » 


Naarly everything andev^ryona has a bigger 
waapan thaa you do at tha atari ot a missjon. 
Your top priority should be talocataand cap- 
tura aaw weapons beWre tha aaamy tinds you 


There's nothing ' “ 

the CPU defenses 
like more than trading 
shots with a stationary target. There arc often 
countless computer-controlled enemies and 
only one of you. Don't be a sitting ducMake 
your best shot, then quickly move to a new 
location so you don't t^ce a hit 


CRUSH THE 

The tiny defense robots 
you find throughout 
most mazes are so eas^ 
to defeat that you might 
be tempted to ignore 
them. The truth is that 
the little guys often 
pack a big wallop that 


Wtir (Ar 


with the same unforgivingrMp«ct-and hitthem before 
they hit you. 


H BG ENERATING ENEMIES 
l^^te^ stages you'll encounter areas stocked 
witfWSttnya^g enemies. As soon as you fV. ' 
destroy me will appear to take / 

the place its fellen it^afk comrade. Put . 
some space between you and the robots, and 
try .taking them out from a distance before they ^ 

can close to return Are. _ r ^ 
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PUZZLES. PERILS AND PLUTONIUIVI 


While (he eartfi has been stri|^d of all life, the Mecban;Hrf planet surface. Single^player mode isn't jiist about blasting 
Defemc Force (MDF), a cooperative group of robotic evprythii^ in^ght. HHir brain b the most deadly weapon in 
tricHy still patrols the underground complexes beneadi the your arsen 


0 solve th^ tricks and tr«^i& 


TIMERS AND 

Many doors in the game are locked, 

especially die ones leading to rooms 

filled with powerHjps and enemies. 

Some portals can be unlocked by a 

remote switch or timer. Hit the switch 

with your pioncyde or a blast from 

• 

your weapons, then retrace your route 
to any of the locked doors yem encoun¬ 
tered earlier in the level. If ymi hit a 
timer, be sure to quickly search for die 
doors before time expires. 


Hit die remote suritch to stert 
the timer, then quickly seerch 
the rest of the level before the 
doer can close. 


The Golden Orb of Matter is one of the most prized MDF 
treasures. If you could steal H, the theft mi^Create 
sion big enou^ for a rider to sneak past the Babalas defens* 
es. Four bounty hunters share your plan, so it's a free-for-alt 
race to get to the orb. While it's tempting to chase after 
rivals, you'll live longer if you take your time and blast any¬ 
one stupid enou^ to cross your path. 


STABILIZERS 

Looters beware: the Tolchok Reactor is ^ut to 
melt down, destroying anything that could be 
salvaged. The only way to avert disaster is to 
locate five Stabilizer Crystals and place tiiem 
inside the atomic core. It's too bad the now- 
disceased-fihysicisls didn't, bother to deactivate 
the reactor's defensedroids. • - . 
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PRDTECT THE DRDNE 

A slow-moving carrier drone is your only ticket out of this 
wretched bunker. Scout ahead of the drone and dispatch the 
armed base security system, then locate all the railway switch¬ 
es to guide the drone through the maze. The bunker is honey¬ 
combed wWi hidden passages and rooms, so don't be surprised 
if enemies keep coming back to ambush the carrier long after 
you'd thought you neutralized every enemy. 


In an effort to stop tfte looting once anfW r’'V'. 

^r all, the MOF has launched a coun- jJincui 
'^^Upffensive on your base. To suiyive. you J ■' 

must defend the four reactor cotes that ^ 
power your base while drawi^ ^e ene- | J 

mies' fire. This mission is ond oi^^c toughesfmill».|fa^nb the r^ 
trick is to shoot down the atteckers while making sure tfiat your reactor 
cores don't get hit in the fury of the crossfire. 

FDUR VOLATILE PIECES 

Inside a munitions plant are four pieces of the info- 

mous Blade-Hole Gun. Your mission is to locate and m 

capture all four pieces. Three of the pieces are ^ ^3 

already in the hands ol^bthcr bounty hunters, but MK A * fl 

the fourth piece is held by the mysterious Aqua- 

Force-1. Besides dealing with rivals, you'll have to r 

dodge the munitions plant's roving tanks and auto- ■ ^ll € i 

mated cannons. Your best chance for survival is to j^P I ■ 

proceed slowly, but keep moving %> avoid being an ^ 

easy fa^f.~Tf» E " 

nons is to fire and move to the enemy can't lock L __ 

your pioncycic in its sights. 

IVIUCKIIMG ARDUND BEIMEAT 

The ^arkian sewer system is a conduit for the mechanized armies 
i.lB|{||r^hng tihe city ruins. Youll have hardy enough time to 
destrdYljlfltiei^emicSs so dm't waste seconds collecting all the PIIB 
countless powc^i^^Uygp in the diadows. Keep a Titan missile 
ready so yoflf jran <|uicldy ol^Kitch the groups of droids waiting to 
ambush you. Some robots are armed with Gravgon Missiles, so 
dodge tiheir fire to avoid the force field traps. ' 


B&at tha munition plant tanks 
by aitarnatjno bntwaan firing 
and moving until tha anamy 
falls apart. 








MULTIPLAYER MAYHEM 


Forsaken's multiplayer mode is packed with options and ers into the fray Unlike the mechanized drooes tn the single- 

ety The clarity of the game's graphics and play player game^^Aese computer^controlled riders arc except 

the quality found in GoldcnEye 007's outstanding tnultiplay* tionally sma^ and know when to fight and fleo^ enhancing 
ermode^ but Forsaken features an option for addingCPU rid- the game's cKaHetf^ an^ value/' 


J^AX FRAE5 

just in case you've been working on 
your pioncycle in a remote corner of 
the galaxy a "frag" is a kill tally—and 
your frag total is the number of times 
you've defeated other players in a 
match* As the name suggests, the win¬ 
ner of the mode is die gamer with the 
most kills* Before starting a Max Fra^ 
match, you and your rivals will have to 
agree on a Frag Limit* Frag Limits can 
range from five to fifty* The first player 
to reach the Frag Limit wins the game* 
It's a good idea to set up your games 
with a low Frag Limit number, unless 
you've stocked up on food and bever¬ 
ages and you're ready to play all day 


Last Man mode is an elimination contest that ends when only one rider is still 
flying around the arena* Players start with from three to ten lives* Depending 

Man caii be a rriatc^nvolvin^nrew^na iragNeateh«sTr'^^^^"jtt 
or a quick and chaotic anarchy with everyone bia&tin| Bf 

anytiiing and everything that mov«. The actuux^''^ 
intense wjien two or three inexpevietod gamers 

agrM to gang up to talwdui a'forsaken veteran. IE 

lust rcviefflll^ *4ftat your informai and 
iiiqMMff|llu ^cts won't iast forever in Last ^ 

Man-only one player can win, so sooner or • snjE 

later, you'll have to turn on your allies before 
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Only one player gets a weapon in Bomb Tag, but if yoU don't get rid of it before 
tiic timer counts down to zero, you'll end up Uomi to smithereens. The player 
who carries the bomb for the shortest amount of time wins the match. One trick 
to avoiding the bomb is to unload It and quickly find a place to hide. Remember 
to turn your craft into a wall or dark cottier so o^cr players will have a tough time 
determining Mtiere you're hiding if^Aoy're trying to peek at your screen. 


Yeah, yeah, we know Battle Mode is a one-player 

game, but it plays exactly like a multiplayer match. 

Instead of a split screen view, you'll have a full view 

of the action against the CPU-controlled bounty 

hunters. Battle Mode has three 

difficulty levels and uses both hb 

the ringle-player and multiplay- ' 

er levels and arenas. You have 

three lives to use to make it A 

through the eight stages. ^ 


Ultra-challanging 
Battia Mode is a ain- 
gla player ^ama, but 
you play it fust like any 
otbar multiplayer 


While it's a blast to biii^ but ^idel^ltbe bi liakht,^ hews on games in develop¬ 
ment! Forjalwn was still under construction when we shipped this article off to 
th 2 printers. There's a pretty good chance tfiit the programmers at Pit^ will 

Yew' few game features before Forsaken — * ■ __ 

h ufec* d own on store shelves. We're totally [^l®<. 
trand^MMsfr^ the- ^me's ^nnin,, graphics, ^ 

pounding souninM|ii|||d$:ballenging game play, 0 
«o it% a aiiraibet that t^n stlll be playing it next - .4 
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ROAD TO THE WORLD CU 




Ulorld Cup Ulrep-Up 

We'll kick off this month's installment of Classified Info with 
the rest of the codes for FIFA Road to the World Cup '98. As 
with last month's codes, all of these cheats are activated by 
renaming the first player of a specific team. Select the 
Customize Squad option and then the Player Edit option. 
Select the appropriate team and then press Down to high* 
light tfie first player's name. Press A to select that play«'. 
Once you've changed his name (use all capital letters), press 
Start twice and then 8 to return to the main menu. 


Cine Celebration 

Nome the first player of tha 
Japan teem IZoaa 3-AFC coa- 
ference) NORIE. Enter Road to 
World Cap mode. Oa tha Round 
Select screen, press Z, left C 
and top C simaltanaously to 
access a cinema scene manu. 




Plauer Pointe 

1o give yourself enlimitad sUII 
points ia tha Player Edit mode, 
chsage the name of the first 
player oa tha Wacouvar team 
(USA coaference) to OAVL 



Praeh Paeee 

As you prr^bly know, completing ColdenEye 007 on Agent 
mode will enable a number of extra characters in 
Multiplayer mode. This code will unlock all those characters 
plus 31 more, for a total of 64 selectable characters! 

The code must be entered on the Character Select screen 
in Multiplayer mode. It has ten separate steps, and you must 
release all buttons between each step. Use the Control Pad, 
not the Onitrol Stick, to enter the directional commaiKis. 
Luckily, you won't have to complete the game to get the 
code to work. Incidentally, most of these characters are 
actually modeled after Rare employees, including some of 
die kitchen staff! 

Step Hold Press 

1 L and R Left C 

2 L Top C 

3 L and R Left 

4 L Right 

5 R Down 

6 L and R Left C 

7 L Top C 

8 L and R Right 

9 L and R Bottom C 

10 L Down 


Round Selaet 

Chasge th« nemt of the first 
player on the Jepoe team to 
rUJI. You'll then be able to 
akip to any roead ia die Rond 
to mrld Cup mode. 










Some of the cheracters hove the 
seme faces as other characters, 
though their costomes differ. 


AeehN It's Roslke, the killer 
cleening ledy! Ron! Ron like 
tiie windll 














Ploy Ra Robart the Preetiee Dummy Stop the madneea 

Our code breakers have figured out how to enable the secret OK^ now weVe be^nning to be just a little disturbed. Every 

characters In Fighter's Destiny, but there's a catch: the codes time we think we've reached the br^tom of die QB Club bar- 

will work only if the Master gives them to you! Every time rel, a few new codes float to die surface. What does Midway 

you complete a one-player game, the Master will give you a think this game i$-*Mortal Kombat?! At any rate, you know 

special move. He may also give you a code to unlock a secret the drill: Enter all codes on die Cheat menu, and you'll hear 

character, but this is a random event. We played the game a tone rf you enter a code coirectly. Most codes will work 

until the Master told us how to unlock Robert; play the together, and there's no limit to the number of codes you can 




Record Attack game on Fastest mode and defeat all oppo¬ 
nents in one minute or less. 


activate. Got that? Now if you'll excuse us, we're going to 
play QB one more time, ^st in case... 


Big Tiuistera 

Type in BGTWSTRS on the 
Cheet menu to moke the ball 
cerrier spin continsously 
Ybu'd better watch oot tor 
the tumhiel 


Ploying through the geme will 
he the oely way to unlock ell 
the secret cherecters. 


If you prove your worth, the 
Mester mey eventselly treat 
you with hisseciots. 


Super Big Rrma 

To mex out your pleyers' arm 
strength, enter SPRBGRMS 
on the Cheet mens. Now letb 
try thet stiff arm move one 
moretimel 


Hermenn'a Haadatand 

We named this trick in honor of Hermann Maier, the 
Austriui Oi^pian who wiped out spectaculariy in the 
Downhili, oniy to go on to a Gold Medal in Super G! tn the 
Freestyle Aerial event, don't touch any buttons until you take 
off, then press B repeatedly until you laruJ. Yowza! 


Super Tackle 

"niis code will give the edvan* 
tege to the techling player end 
mehe downing an opponent 
msch easier. To ectivete the 
code, enter SPRDPRTCXL on 
the Cheat menu. 


mine Piald mode 

1b litter the field with mines, 
enter MNFLDMD on the Cheet 
menu. Dh, you'll mehe ten 
yards, ell right-tlying through 
the eirl 


It your timing is right, yos'll 
lend end then shi the rest ot 
the way on your heed 


you woel get enypoints tor 
this trich, bst it^ tun to 
watch, especielly in Repleyl 


r 
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JAMBS BOND 


^pacial flloua Suiipa 

Though we're usually pretty methodical when we search for 
codes, sometimes we discover them just by accident* We 
were playing WCW vs. NWO for fun when we stumbled 
across this trick. To use one of your of^nenfs signature 
moves against him, build up your power meter until it says, 
^Special.'' Now get your opponent into a strong grapple and 
then press A and B simultaneously. It's that simplel 


Card Gama Paaauiorda 

If you were lames Bond, people would always be shooting at 
you. On the other hand, you'd get to attend a lot of swanky 
parties at exclusive casinos. We can't turn you into 007, but 
these passwords will enable you to play the bonus card 
games at any time. Start a game and select an empty save 
file. Enter BJACK as your name to play blackjack, BACCR for 
baccarat or REOOC for red dog. Your deal, Mr. Bond... 


Usathiatrick to turn tha 
tablaaon your foe. 


Saa? Just mashing buttana 
ean be usaful samatimasl 


Salact an amply save fila and 
antar the appropriata nama 


My word. 007! Vdu'H break the 
boek far aurel 


Psstar Tima Trial 

Even though we knew about this code when Tetris Attack 
was released, it somehow got lost in the shuffle, and we 
failed to print H. Several observant readers prodded us about 
this code recently, so here It is: turn on your deck, wait for 
Yoshi to say, "Nintendo," then press B, A, L and L. One-play¬ 
er Time Trial games will now run foster than usual. 


Haad Caaa 

Last montii's G>de Hunter Comer featured a little April 
Fools'joke, but in reality, the "Case of the Big Head" wasn't 
entirety fictional. Paul Shinoda, our head code hunter, 
underwent jaw surgery in December. With his foce swollen 
like a big balloon, he graciously volunteered to be the sub¬ 
ject of our April Fools'feature. Thanks, Paul! 


Ybull haur atonail tha coda is 
antared correctly 


Thure woni ba very much ol a 
diffarancaabova level 50. 


This post-oparatian photo of 
Puul was doctored a bit but 
notmuchl 


Dun't worry-his faca didn't 
stay that wayi Ha's now wall 
an his way to racovary 
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LEGEND II 


U 


Sound Test 

The Final Fantasy titles for the Game Boy were truly leg¬ 
endary, and all three (FF Adventure, FF Legend and FF 
Legend If) are being rereleased. To access a Sound Test in FF 
Legend II, hold Select, B and Start on the Title screen. 



Hold Select. B and Start on the 
Title screen to ectmte the 
Sound Test 


Press Left or Right to ecrcll 
through the musical selec¬ 
tions and press A to pley. 


i 


o 


'W 





Instant Resst 

Here's a quidi code for Wario's latest Game Boy adventure: 
to reset your game, press Select, Start, A and B simultane¬ 
ously. You can use this code at any time. 


iTiFllJ 

I 



If things look dire, you con 
reset your geme to save Whrio 
from disester. 


Ybs’ll have to start over from 
your lest save point, but you 
won't loss coins or Hems. 


r, -am HOKEHk-r. 


Deneing Duke 

Well close this month's column wKh three fun tricks for The 
Duke. The first two fricks. Little Duke and Big Duke, were 
sent to us via our web site. The third. Dancing Duke, we 
stumbled upon while testing the first two tricks. You must 
have the Invincibility cheat to do these tricks. 

To create a Little Duke, start a Cooperative or a 
Dukcmatch game witii the Invincibility off. Have one Duke 
shoot the other with the Shrinker. Go to the Cheat menu and 
turn the invincibility on and then off. Now return to your 
game. Presto! Little Duke will remain small for the rest of the 
game or until he gets stepped on. Unfortunately, Little Duke 
won't be able to carry or fire weapons. 

To create a Big Duke, hit the other player with the 
Expander. Let him grow, but pause your game before he 
explodes. Turn the Invincibility on and then off. Return to 
your game. Big Duke will function normally, but he'll also be 
a very easy target! 

If you're in a dancing mood, shoot one of the Dulws with 
the Expander and then pause the game before he explodes. 
Access the Cheat menu and turn the Invincibility option on. 
Return to your game. Access the Cheat menu again and turn 
invincibility off. Now Duke^ "death" animation will repeat 
over and over, making H look like he's doing a twisted 
venion of the hokey-pokey! 





Rim^tfua 


These tricks work in both the 
Cocneietive and Dukemstch 
modas. 


Dancing Duke can carry end 
fire weapons, even while he 
imps for your lovai 


If you have an awesome triclg password or code for our Classified Information 
files, drop us a line at the address to the right. For access to even more cool codes 
and tips, check out Nintendo's official web site, Nintendo Power Source, at 
www.nintendo.com. 


nifitendo Potuer 
CIsBsified Informstion 
P.O. Bom 97033 
Redmond, lUR 
98073-9733 




















In the Cho-Dama kingdom, floating roller-coaster 
ramps and stacks of spinning tracks form towering 
‘ roadways that climb to the heavens An ancient civilization 
erected the sacred towers, but their purpose, like the sky-scraping 
towers themselves, remains up in the air To Iggy, a roly-poly wad of 
reptile, the answer is clear. The towers are mere playgrounds for 
him and his Reckin' Ball pals to race through, then destroy That is, 
if the towers' inhabitants don't stop them But then again, we know 
the shortcuts around them. 


♦ 

f r 


Acclaim takes e 
racing to the • 
next level and, 
above by ’ ; 
expanding the, 
genre verticail 
With iggy, 
you'll have *; 
a ball, but 
neverending • 
dangers will 
make your trip 
a tough one. • 
At least with 
k our roundup*, 
1 of shortcuts 
I and tricks^//] 

BiP|itf,iliill 














IGGTS RE 



The game features ten worlds, and bidder) m each one (with the exception of 
the first world) is a secret racer, like the ninja While the developers at Iguana 
revealed to us that there is barely any difference between the characters' speed 
or grappling abilities, one look at these eight mam racers will show that they're 
nonetheless a diverse and well-rounded crew 


It's Iggy who has arranged 
the races to determine who 
IS worthy of destroying the 
towers Hence, he^ the 
game's star 


From Iceland comes Chatter, 
who IS all smiles, especially 
when he grapples an oppo* 
nert with his whipHike 
tongue 


Pink and perky, (l*Tee is one 
of the few female Reckin' 
Balls She's not Iqgyls 
girlfriend, but a hidden 
character is 


When controlled by the 
CPU, ponytailed Amanda 
tends to oe very ruthless, 
aggressiw and eager to pick 
a fight 


Russia's round rescue robot 
doesn't bounce along the 
tracks like other racers 
Instead, mechanical Rob*ert 
hovers 


If anyone wants to scare up 
a victory against Iggy, \t's 
Narlie, a pumpkin head 
who'll use tricks and treats 
to win 


HipCharlie^ no square This 
smoothy grafi^les with his 
gold chain, and he rounds 
out the friendlier bunch 
of racers 


It may be mSTlamC but it^ 
definitely not his dispose 
tion Sonny IS ahot'headed 
ball of fire w4io likes to fight 


To run circles around the other Reckin' Balls, you'll need to juggle the game's three 
mam maneuvers jumping, grappling and rolling Fach move is just a buttorv 
press away, but your key to success is knowing when and whore to do it The game 
offers four preset Controller configurations, but all our Controller references will be 
based on the default setup 


Tap the A Button to make your ball 
lump For more hang time, hold down 
the A Button to make your ball jump 
then briefly hover, giving you enough 
time to grapple on to something 


Get familiar with how fast and far 
your ball's grappling line can extend 
the B Button will lash out the grap* 
pier, and the Control Stick wd I direct 
where the arm reaches 


In each race, you'll have four chances 
to propel your ball with a Turbo Boost 
burst The red*yellow pie chart in the 
lower left of your screen shows how 
many boosts you have 
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stars You'll find them either along the tracks or 
other racers and slam them into the ground By 
or running over a yellow star, you'll randomly 
receive one of six mam types of power-up The Z Button 
activate it, and, with the exception of Invincibility 
and Projectiles, power-ups will whammy every one of 
your opponents 




If you're snared in a Bubble Imp, grap* 
pie when it bursts The bubble can 
float you off the track, but you may 
be ab^c to reach a higher area, too 


By using Slo-Mo, you'll be able to 
keep or take the lead The power-up 
will slow down other racers while 
leaving your pace unaffected 


A Blue Projectile will cruise 
along one stretch of track until 
It hits something, while Red and 
Yellow Projectiles will seek out 
specific racers 


An enemy^ Freeze Blast will trap 
you in an ice cube, but you won't b( 
frozen stiff To keep things rolling, 
hit the Z Button to turbo boost. 


To be unstoppable, reach for a 
star The Invincibility power-up 
will temporarily protect you 
from attacks, as well as increase 
your speed 


If an opponent activates Reverse 
Controls, your ball will turn red and 
respond with the movement oppo¬ 
site to your Controller command 


Once you've mastered the game's three basic moves, you'll be able to round out 
your techniques with a few racing tricks that will keep your ball rolling In the 
diagrams below, the red ball depicts your opponent, who's a little clueless and 
isn't taking our advice. The blue ball, on the other hand, shows what you should 
be doing when you're informed and on the ball. 


To climb quickly, grap¬ 
ple platforms when 
you ve reached your 
jump's peak height As 
soon as you pull up to 
the next level, your 
ball will hang in midair 
for a split second 
Before your ball lands, 
quickly jump and grap* 
pie to take advantage 
of your extra altitude 


Rolling down steep 
slopes may be a fast 
ride, but Its not 
always the quickest 
route By leaping off 
the hilltops, you may 
be able to grapple on ^ 
to a higher platform. 

Plus, IT there turns 
out to be nothing to 
grabonto,you'iriand 
back on track with 
no time lost 


Getting attacked by 
another racer can 
sometimes work in 
your favor If an 
enemyqrapplesand 
throws your ball, your 
foe may inadvertently 
hurl you into the lead 
As you sail through 
the air, grapple to the 
nearest platform—it 
may get you closer to 
the finish 


If a course begins with 
stacked tracks that 
you must climb, start 
your race by dropping 
into the water 
beneath your track 
While pressing the A 
Button, push the 
Control Stick down 
Once you splash down, 
your ball will bounce 
up a few stones to 
give you a jump start 

























In Arcade Mode, you'll race and battle against three CPU-controlled balls 
through the Championship Circuit's ten worlds. Downtown is the first world, 
and Its tangle of roads will pave the way for the more elaborate towers to come. 
Downtown's basic setup makes for ideal training grounds, and its stacks of 
streets will help polish your jump-and-grapple skills 


tower 


tower 


As you climb up the stacks of circu* 
lar roads, roll down the blue con¬ 
veyer belt instead of grappling high 
er At the end of the belt is a magic 
warp that will teleport you past an 
entire stack of roads 


Inch ahead of the power-up at die 
end of the first conveyer belt, then 
drop to the track below Follow 
tho road to file upward jumper If 
you roll into it, yixj'll launch yourself 
close to the finish line 


tower 


tower 


Using fans will usually save you 
time Jump into this fan Is oust, but 
keep the Control Stick still so that 
the draft will carry you straight up 
Ride the wind until you can grapple 
on to the red conveyer belt 


\bu'll bounce by a few jumpers that 
are flanked by arrows Always 
approach the jumpers from the side 
with the down arrow by it, if you 
approach the up*arrow side, ^ur 
trip to the top will be longer 


If you bounce out of Downtown's ten courses with the highest average score, 

• 

you'll unlock the next four worlds The first is Candy Lane, where all is not 
sweet. Its broken and unconnected streets are in need of more bridgewoTl< than 
any trick-or-treaters who'd try to eat the peppermint-coated highways Even less 
appetizing is the increased presence of Cho-Dama enemies 


tower 


tower 


If you park your ball on top of the 
blower, your racer will float through 
the upper platform's gap If you 
don t catch enough air the first time 
the blower puffs you upward, wait 
for Its second wiru to riy you higher. 


You can skip the blower in Tower 2 by 
takinq a more difficult route Rather 
than diving down the course's second 
sloQe, wait for the oscillating plat¬ 
form \Mien It slides your way, leap 
the archway and grapple 


tower 


tower 


If you trudge uphill, you'll slog 
across a stretch of platform 
smothered with green toxic slime 
that will slow you down even more 
Instead, back into the Sde 
Bouncer, then jump and grapple 
once you roach the hilltop 


Spinning beneath the starting une is 
a circular track that has an upward 
jumper To safely land on the lower 
track, head left or right from your 
starting point As soon as you 
reach a red arrow, drop dowa 


/GGY'S 


YCLE 
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The Cho-Dama civilization not only built their sacred towers high in the clouds, 
but they also bujitthem far beneath the sea. In the Deop, the Reckin' Ball cours¬ 
es begin to feature more forks, alternate paths, and false shortcuts Sometimes, 
the lower road will lake you to the top, so navigate cautiously-one wrong turn 
in the Deep just might beach your ball 


tower 






Grapple up the platforms that float 
rear the bottom of the red convey¬ 
er belt On the top platform sits a 
magic warp accompanied by an 
arrow that alternately points up 
and down Enter the warp when the 
arrow points up. 


Rather than hopping into the fan, 
plop onto the platform below and 
launch yourself from the jumpers 
The fan will lift you a few stories 
only, while the jumper will blast you 
to the level just below the finish 


tower 


tower 


On the final stretch, the platforms 
spin like a stack of horizontal pro¬ 
pellers To avoid waiting for the 
platform above to spin within reach, 
toss the Spikies, then grapple 
through the center (the axis) of 
each track. 


After warping, you'll materialize on 
a U-shaped track One end of the 
track features a jumper, while the 
other end features a blower Enter 
the blower, float as high as the air 
will take you, then glide right. 


Back on dry land, the racers will dry off by jetting around the sandy shores of 
Soft Sun Bay The Cho-Dama civilization must have been sun-worshipers, 
because the bay's tracks will be the most elaborate tracks you'll encounter thus 
far Moreover, the courses will seem like a boardwalk roller coaster, with their 
steeper hills, larger loops, and faster moving platforms 


tower 


When you reach the trio of fans, 
leap over them while pushing your 
Control Stick diagonally up If you 
catch enough air, you'll be able to 
propel yourself up to the third plat 
form that floats overhead 


On the last leg of the course, your 
Reckin' Ball will become a pinball 
as It bounces from jumper to 
jumper By keeping your Control 
Stick still as the jumpers bop you 
around, you'll automatically land on 
each jumper 


tower? 


tower 






When you reach the tower of dis¬ 
appearing tricks, move sideways 
as you grapple your way up Tha 
tower IS visible at certan angles, 
so keep your view of it rotating so 
you can catch frequent glimpses of 
the tracks 


After latching on to the rotating cir 
cular platform, stay in place If you 
stay where you boarded the plat¬ 
form, you'll be able to drop directly 
onto the next racing strip when 
your platform swings above it 








































In addition to racing the 
three CPU racers in Arcade 
Mode, you can speed 
througli Time Trial and Vs 
Mode Up to four people 
can simultaneously race in 
Vs. Mode, a circuit competi¬ 
tion that features no CPU 
racers In Time Trial, you're 
on your own, racing solo 
through a single Lip to set a 
record time Since no rival 
racers appear in Time Trial, 
It's the safest environment 
for exploring the tracks But 
even if you know the cours¬ 
es, It'll be a whole new ball 
game once the other racers 
show up in Arcade Mode 


Iggy's Reckin' Balls rolls out 
100 courses, so you're 
bound to have a few dozen 
favorites In Mix-Up Mode, 
you can single out those 
favorites and mix them 
together in a personalized 
racing circuit. Once you've 
assigned a track to all ten 
open slots in Mix Up 
Mode's racing schedule, you 
can begin the wreckin' and 
racin' for the gold medal 
Like Arcade Mode, your 
customized world will be 
worth a maximum of 100 
points, with every gold 
medal finish earning ten 
points, silver earning five, 
and bronze earning two 




Racij against tlie clock inTme Tnol 
to test your rolling end grapphng 
reflexes, or go he^ tO'h^ aqanst 
friends in \A^rsus Mode 


InMiX'Up, you can create a racing 
circuit usin 9 any of the 100 towers 
Since the circuit is ten races long, 
you can represent each world 


In Battle Mode, you can fight up to three other balls, CPU- or 
human-controlled, in a battle royal. In addition to using power- 
ups, "grappler-lo-grappler" combat will bolster your offense 
When a racer rolls within reach, hit the B Button and you'll 
grab then slam your opponent For the Advanced Grapple- 
Slam, toggle the Control Stick left and right once someone's in 
your clutches If you perform the maximum of four slams in a 
row, you'll win a power-up To execute the devastating 360® 
Spin-Grapple, hit the B Button to grab, push the Control Stick 
up, then move the Slick in a full circle 


Secrets still abound and bounce in IRB, 
including the world of Funkville and the hid¬ 
den Elvis impersonator And even after the 
aedits have rolled once you've aced every 
world, the game will unveil one last surprise 
Igg/s Challenge, where you just might finally 
win access to using Iggy's girlfriend, Val. 


Battle Mode allows you to pit your Rockin'Bali against any combinatiorrof two, 
three or four CPU* and ftjman*Qn ven balls Put the fear into other spheres by 
cstchinq them with a power-i^ trap and then tossing then into the acid below 


IGGVS RE 


VOLUME 106 









































We hope'you can^b^irusted, soldier, because we're 
about to let you in. on some o^Q^ake 64's best kept secrets! Midway 
has included four hidden levels in this'^^e, and we'll tell you everything you 
need to know to pull thrbugh thenvlike a ti-ooper! And as if that weren't enough 
reason to keep readme, we'll alit’ ’spill the'beans on your final battle! 


id Software, Inc. 









QUAKE 


ic becauiit. 7^ j'. incredibly low gravity in rt 
:i.- talking levitation' Both you and your am 
d farther than you ever could before' 


Thp' ft hallway In the Zi^urat kad| td a two-t 
w^erc a couple of Ogres are lying in*wait It 
cramped space, so rather than running into the 
your gun blaaing, use bimk-shot grv^id^ to tr*' 
lurking off to the left and a couple o to 

one that's up and to the y're neut 

the switch on tir ^ ^nd tier to actitid' some ele 


To tvem the level with a quick bonus, grab the Pentagram of 
Pro*' ction in front of the Ziggurat and run into the lava pool 
off to its ri^. Slide down into the lava, turn right, and swim 
through die archway. Now just pop out of the pool, grab the 
Quad Damage, and head throu^ die Slipgate. 


's an active elevdUto the left of where you started the 
stage, but before you ^ f ■- a lift, jump up on all the ledges 
in this lower area and laiWh an attack on all the baddies you 
can see above. RemembMMat almost all of your weapons 
will have an extra long rJm in this level! 


In thedM area outside the Zif^r^lj leap up thei^* 'ges and 
clobbe Ogres you encounter; ^cn you oP T go any 
higher widiout an elevator's help, woik your way over to the 
ledge on the right side of the roia^. Crab tins Pentagram of 
Protection on this shadowy perch and quickly fall to the 
floor. Now take the closest lift up and prepare to defeat the 
Shambler that lurks in the highest readies of dte room. 


Kiu^we iin lo tnc upper area 
ant U4(e out any Ogres and 
Scrags diat you come across. 
Now before you head up any 
farther, look around this floor 
for nail crates and the all-impor* 
tant Rocket Launcher. 


m n a ta b I ^ 1 1 s 

•ha* level's last secret area jsalmost Impossible totnisst After 
^ get past the Gold Key door »td.bcat the th^ce Ogres,- 
explore the small hallway just pas(->die nxnfi ^hh the 
Slipgafe. Shoot the false wall you'll the ri^t, enter the 

secret area, collect the nail crates inside, then just stroll 
through the Slipgate to exit the stage!' 1 


At the very the hall you'll 
^y a MegahealdvantfTbig'M’ 
ton. Trip th^_^aiiftfijj 0 aHMIIf 
fall back doteH to the first floor 
(making sure that you don't land 
In lava), and go inside the now- 
open Ziggurat. 
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you think tliat you re headed 
end Pay attenrion to the firgyip^ 

r deceptic:: ^ ‘.'O' 


OWER 


Tlw dooi n^r the starting «xiVjtUt 

you won't be able to le^e u^l |iii(1*i ii|^il> fTTi'ii ii n 
through tfie reft ri the R^aiMrrTtferewyway to make 
your final «cap- ^a- Igfc- ei o ^ iiy ^ ^, find th>L opening in the 
moat to b^n your assault on the bulk of this stage. 


}ust beylH the Gold K«;y door is a room with a bridg. posi¬ 
tioned o^ra toxic pool. Ben<ath th« start of th. bridge is a 
room with a biosuit Nab it and swim to the armor bene ith 
the for aid of th^ bridge. Now ,iush the button by the first 
room and use the stairs behind you to exit the pool. 


Once yAr*^ surfoced from tho moil arid defeated tfie three 
O^res and a Fiend, explore the ^maH h'lll until you find a 
brick that's slij^tly 'iskew. You bump it to nise the bars 
bi-lkmt of a nearby Qu id Oim g^ but lie suggest you save 
ibb buous unlil after you've capfumAeColdlCg^^^ 


Thif Vm ^ntains a sinning turret-tr(|niiat will nail any 
soldiL-r Who doesn't pryceSSwith caution. To avoid being 

run around the room counUjrdockwise, 
'1Gum|Mng thtf four buttons im the walls as you pass by. Once 
you've pressed all of the buttons, some bars will rise, allow- 
ir^ you access to the next passage. Be prepared to slay the 
Ogre who is standing on the other sid& - 


Nabbt^ iliis Megahealth will 
release "• < Fiends behind the 
wall on the right Grdt the 
poweiHip and quiddy dive inte 
the toxic pool on the left. Yon 
wonY sustain much damage, 
but the Fiends usually follow 
and sink into the depths. 


Soon iS'r the Ogre you'll 
find a7<r*kcncd passage that 
is guarded by a Fiend. Defeat 
him and use bank-diot 
grmades to lure out the two 
Knights who are hiding in the 
hallway. Switch to a Nailgun 
when they come out to play.' 


Just boill you find the Cold 
Key, you II come to a room 
with a blue line zigzagging 
across the floor. _ 

Don't step on If 
or you'll be struck w 1 


p,.Fi gt:i^ar' Pligl 
?^ou fuHowed the first tip fo^bj^^S^ 
already defeat^ all the ^>«iMho were pr otec 
«you didn't, you can eitber llieiii iii 

.as fosift you canfbniugh the iH^rtiqpr. 














* lAiA ■ (ki: 40 pick 

i^tiii t k|t won't havr- tu 

that Mh 5t;i^ s <•* d^m> irtr practic.illy •> 


f5g5^ this short-lut->vvect level 
about getting bst, foiewa 
rtlowmg with poAcri \ foes 


of this levei's first two floors, but slow up after you've fticed your 
creep forward until you can see around the next comer and 
any spot with rockete. Now round flic comer and turn flie Ogres and 

^ buHon and ran to the Slipgatc that's in the next room. 


'Hie next area b • » Itj tiicky, so I 
the right until you can just see h 
port up to your level. (He'll be I 
Shoot flic snatch on the far wal|i 
hit flie nvitches inside and ran *' 


Am yov'^W on the ncsA Im fiu left untd you see a mom with a short l)rM^ above- 
Atflioi^ M brf to ^Mit, there^ a snail pit in the floor flat hohb a fiew L Cicnade Mm 
before any ftHther. Next, rocket the O^es that are up by the hriilgr. thn lake tfie Bft 
epyfttobpto the button^ and fry the Zombies who'll emerge from the floor. 


e hall lined with na^ 
bom ^ ^ cfiffetefit directions b 
on your left and look lor a s«vb ^ 
area. Once vou've baeeed the ' 


There are baddies ell 
around, includieg e smell 
bunch on a bridge and ae 
Ogre who lobs grenades 
from a sniperb nest Ooni 
try to defeat them before 
you've grabbed the armor 
and the Quad Oemage. 


youV caM 10 a loom that's 4 ^ mifh Ogres. Aftbough you 
into the hva and Snding the path lo the next roonip 
a bnnch of bMaoeSfo Instead of fleeing^ try wipir^ 
of IhodMevo^ Once Aat^ done, pkk up ttie armor 
^ ^ Ihafis out in the open and 

hxaie the .secret area 
^ ^ o beneath a HL Hmlly, shoot 
Gt , I the aetat oB on Ac mall to 


Up oe the bridge, yon 
■ay spot a slight reoes% 
in the wall to yrar right 
M you tenp tar ft, foe*H 
end 10 Mtecret pas- 
Mdetiftoninga rathar 
=ibkss Peiftagram of 
^ Selection. 


Hop on this littia 
lift, thee quickly 
hop back off it 
Fall into the pit 
thet^ beneath the 
lift, grab the 
Megaheattitand 
usntfcnSlfgfats. 


the way you came or ^ 
he oonone around imfft 
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OmI Most* yDur anmunMon 
■ tfit llomng switch. H 
iMii^ epan tha hiddea hafi* 
ipf amss you laap for it 


kd<ViV* SM a hut* 

tiMdfitli* wail, then 
looH up tn spat tfM caii- 
iif switch. Shooting it 
wM reveal the honusas 
that you'll aeed to beat 
back the baddies. 


laleen 


o u L. o s e 

I 

|ram menfSonvd above, don'I try leaping back intolfcei— 
fikdTy to Ml info very deqi lava,. Instead, yno shonU W- 
b'^boek in the fiaH with die nail shooters. Now ynacaw 
^ for any items you may have missed, or yoti can walk over 
for tfie Slipgate.. 


tbepafotkai 


I T1 S ll O 


ic cardiilt At the Mart of the bridge, sidestep eautiotrdf lo 
Mdo a a^e. Lob a grenade into tfie cage to make a Vor tele- 
ehind you.) Clobber him, tfien go Mand in front of the lift* 
beat any Ogres that appear, arid dimb into frie cage. Now 
ut of the room. 


Tlie final secre 
very nonlinea 
Lx'coii^ 


in Hie road, turn then take airather 


rightupa'ran^ leagfortheswitch, and head 

ri^ 

to the comer of fhe room fo dioDpwof a Quad Damage. 
Eiestroy (he >*nr-ad ihen foil doifofhe foifo fo the ftnor. 
Now youH be ca a Ml|p 


H^olithele^fB walk ovm to the well. Bonfo any foes bdow ai 
well whHe focir^ the walL Now run forward so that you land down i 
blast ^ comer to reveal a roomful of bonuseo. Finally, run and fal 












Time to be bra'we, si 
your fimal 

bul sa^Jfeit 

TnoihMr"^^^ mar«!-ter: 


rerl bcatfSe yfju're about lo face 
j*^5i lo give ton much away here 
PUT tnemies know her simpl' 6s 
IcQue to bringing down this 
A S’ipgate can be a better weapor 
imoimt jpf firepower! 


anv 


Hwol^iSer, ” • T Hauntflid Ha 

■ Ni-;*' -**.15 parts of this Cliy 

tt nw- are waiting 


i’ac lot Very long I ery dimly lit, and 
am ar to be ab^Aoned, that's only 
ike \lnj on in ma=Jve teams. 


Having , vAed the pentagrana, back pa^ the ^ike tr3p md through the opposite 
door. Run any foes untit yoa reach an open arena, then hep on die center lift and rain 
down destnictuiu Kow leap to the lec^e, nab the Quad Damage, and get in the Slmgate, 


d stand at the lip of die 
leveL Turn around «md 
down another level to 
liscover more goodies. 


Hncetl'ier* 5a.«.ja.gB nr~eTi€L 

w you'H be in a hu^ room that's full of Fiendi. Use die Thunderbolt on them. Once 
're gone, a Vift M^entually appear in die middle of the room. Destroy him fo revesd 
the Slver Key am) anpt^ Sl^pgate^ then ose the Sii|^e <uid (bsh back to the SHver Key 
door. Inside, dhnb on cage, fall between the bars, and nab the bonus. Now the exit's 
only one Vor awa^i ' 


Mp for now and /oflew 
I bade towird die weft, 
dh H ia i fe and desccwl 
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I Japan is being overrun by monsters. No, they're not toppling skyWrap- 
ers or crushing army tanks, but they are holding the hearts of players in a 
6t?emlngly unbreakable grip They're the Pok^mon (also known as "Pocket 
’Monsters" in Japan), and for the past two years, practically no one in Japan, 
young or old, has been safe from their ferocious charm. Their furred and 
fanged faces adorn nearly every kind of product imaginabJe, including 
books, toys, games, clothing, music CDs and even snack foods In all, over 
,600 Pok^mon-related products are now, available in Japan, and the craze 
shows no signs of slowing down. ‘ 


But where did the Pokernon come from? They didn't just • 
pop out of thin air and onto the sides of lunch boxes In fact, 
the entire craze began with the Pok4mon role-playing game 
for the Came Boy. Now Nintendo is preparing to ^ 
release Pok^mon here, and there will be not 
one, but two versions of the game A Red , 
edition and a Blue edition. Why two ver- ^ 
sions? To answer that ques- ^ 

tion, we'll have to 

start with the lU 

i:?ame'sbasics Qi® 




Tho Japanese version of Pokernon 
for the Game Boy has sold over 8 
million copies in just two years 


The primary goal in Pokernon is to find, capture and tram various monsters, all in an effort 
. to become the world's greatest Pokernon trainer. You'll choose one of three tamed \ 
sX "starter' monsters at the beginning of the game to help you capture other monsters 


Avnazhag AbUtUes 


I \ To capture a wild Pokernon, you'll have to wear it 
>J \ down in combat and then trap it inside of a device 
H called a Monster Ball. Rather than doing battle 
■ yourself, however, your Pokernon will fight for you, 

Mk Igdining experience and learning new skills over 
m \m Pokernon will have the potential to master all 
m sorts of amazing abilities, like breathing fire, summoning tornadoes, hypnotiz 
^mg foes and so on Since you'll be able to choose which skills your Pokernon will learn, 
you'll even be able to "customize" them according to your tastes With the 
|SS55SS\. proper care and training, your monsters will become 

stronger, learn new skills, and maybe even transform / 

■ irito entirely new creatures / 




No two PokSmon are exactly 
alike, and individual monsters 
evolve from different types 
of combat training 


CUSTOMIZE 


NINtENDOPOWEP 
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There will be 150 different PokemonTn the game, and 
each one you capture will be recorded automatically in 
your monster log hook. Even if you fail to catch your ] 
quarry, the computer will make a note about the bat- ' 
tie As you scour the countryside for new monsters, 
you'll also encounter various obstacles and 
including rival Pokemon trainers and mem¬ 
bers of the notorious Team Rocket, a soci- 
i ety of villains bent on conquering the 
I world. While you won't be able to cap- 
I ture your nvals' tame Pokemon, fighting 
P them will give ycur monsters valuable 
L combat experience. Once you've defeat- 
1 ed all your enemies, you'll win the covet- 
I ed title of Pokemon Master. 


enemies 




Becoming a Pokemon Master will obviously be an important goal in the game, but the greater challenge and fun will 
be in collecting all 150 Pokemon. While it will be impossible to find all the monstere your first time through the game, 

new one, your 


your monster log will be stored in a permanent memory file. When you complete a game and start a 
Collection will remain intact, and you'll be able to pick up right where you left off 


I + I a 2 lAuch 


What's even more exciting is the fact that you'll be able to trade monsters with other players through the 
Came Boy's Game Link cable This is where the two editions of the game. Red and Blue, will come 
into play To make the hunt for Pokemon more interesting and challenging, the two editions will 
feature the exact same game, but not the same mix of monsters. While a particular monster may be V n 
common and easy to find in the Red edition of the game, it may be rare and much tougher to find ^ 
in the Blue edition Therefore, if you can't locate a specific Pokemon in your Came Pak, you'll have j 

course. * ■ 


to go to anc^her player with a different edition of the game to find it. This is assuming, of 
that you'll have a monster that another player will want to trade for. Luckily for you, you'll be able to 
collect more than one of each type of monster and store the extras in a special monster bank You'll then be 

^ monsters for trading. 

I ilfliv won't have to worry too 

I .AATt* I rnuch about draining your 

I ^ WWW^W I own collection 




POCKET MONSTERS 

Creen Version 


Trading between the Red 
and Bl u e versi ons of the 
' game will be essential 
I to collect all 150 mon 
r stars. Each version will 
aliowyou to collect only 


^ about 140 different mon- 
^ sters-to get the rest you'll 
need to wheel and dealt 


micriNGCHA 
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Another incfiniive for trading is the fact that most Pokfimon will develop more 
puickly after the/ve been traded In fact, some types of Pok^mon won't evolve com¬ 
pletely unless they've been traded. If the/re kept in the same Game Pak, the/ll neva- 
reach their full power. This could lead to a lot of interesting wheeling and dealing 
Think about it: if you have a monster that's "stuck" in one form and you want to get 
It "unstuck," you'll have to find someone who will take it in one trade and then give 
It back to you in the next. Of course, the other player will probably want a pretty 
sweet deal in return for such a big favor. If you think that trade negotiations in major 
league sports are tough, just wait until the Pbkdmon trade wars start! 


Vinual l>uels 


Besides being able to trade, players will also be able to challenge each other's 
monsters through the Game Link You'll be able to pit one or more of your mon- 

sters against an equal number of your rivals' 
k monsters in a virtual combat arena. While 
I you won't be able to capture Pokemon r 
I through Game Link combat, the victor will ' 
^"lir "k (take home experience points and bragging a 

I eights These monster duels have* become \ 
• such a popular pastime in Japan that one i 

^ _ ^ Japanese game show even has a segment I 

devoted exclusively to them I f 


With its emphasis on collecting and dueling, Pokemon has a lot in common with collectible card games (CCCs) 
like Magic: The Gathering. It should come as no surprise, then, that a Pokemon CCG was developed and released 

in Japan last year The game boasted full-color art that was created specifically for the game 
mit. - •-. by some of japan's top comic book artists, plus stats and background informa- 

^'>-.^..^^^tion on all 150 Pokemon. The original set included 170 cards, but 
^ ^ ^expansion sets soon pushed the total to 450. The game is currently 

1 « ' 0being translated into English and will be released here this fall This is 

^ ^ f #just one of the many Pokemon products being 

^ m while we don't have 

any official word yet on what ✓/"x Q 

.“J ^ S other items will be avail- 

. . * ' able here, we'll be sure 

^ * V „ to keep you posted fiL'" 
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If you're a fan of Japanese anime (animated films and TV senes), you'll be even 
more thrilled to hear about the PoWmon animated series, which is also being trans- £ 
lated into English This series is a prime-time hit in japan, where its mix of monsters, 
mayhem and humor earn it high ratings for its time slot. The show has already been 

picked up for broadcast in 86% of the U.S. television markets, ^ 
g jt which means you probably-won't have any trouble find- A 

begins airing in the 

^kA^H^fall. The series will be based * ^ 

loosely on the game's plot, !fA 
“^following the exploits of a jfl 
\ r Pok^mon trainer and I 

Pikachu. As our hero strives 


w The Pok6mon senes will 
air five days a week 
starting this fall Check 
your local TV listings for 
exact dates and times 


The Pok^mon animated series will add 
new characters, situations and excite 
ment to the game's story 


If you ask Japanese Pok^mon fans what really sparked interest in 
the game, the great majority of them will tell you that it was the fun 
of collecting and trading that jump-started the whole Pokemon phe¬ 
nomenon. Collecting has long been a popular hobby on both sides 
of the Pacific, and from what we've seen so far, we have no doubt 
that Pokemon history will repeat itself here 


The Game Boy games, the TV show and the CCG have all received ^ 
a lot of positive buzz here already Web sites are popping up all over 
the Internet (look for the official www pokemon com this summer), and 
Nintendo has been receiving tons of calls from curious consumers. If 
you'd like to jump on the Pok^^mon bandwagon, too, don't 
worry We'll be providing exclusive Pokemon 
coverage in future issues, including in- 


ERWFIC 

















mer NatsumB will 
ing Dragon, a title 
wo fighting games 
. Will It be twice as 
other tourney games? 


No one Will dispute that Flying Drngon is unlike anyothertournameitfightinggameforthe N64. 
The Rumble-Pak-compatible title features two games in one cartridge. The first game features 
colorful cartoon action with kid warriors and magical treasures The other game doesn't have 
treasure or much originality, but it does have a clever program that grades your fighting skills. 
Neither game-in the early Japanese version we — *”* * "* — 

reviewed, Natsume calls each game a "mode^-has 
the flashy graphics or the cool sound effects of N64 
titles like Killer Instinct Cold or Clayfighter bVh, but 
both modes feature easy-to-learn moves That's a big 
plus if you don't have the dexterity or patience to 
practice thirteen-hit combos. Is it enough to make 
you want to buy it? Take a look 





























ikiiiiuotfliijc 


After a wmning match your warrior may win a 
treasure Equipping these items will increase your 
fighter's offensive or defensive powers Mdu probably 
won't find all 200 items in the game, but wu can trade 
your Items with friends by using an N64 Controller Pak 




Flying Dragon is packed with customizable features for both SD and Virtual modes, so 
you can tweak the game to suit your tastes and skill level Pick up the pace of the action by 
cranking the Turbo Level or increase the speed of your fighters' combo hits If you're feel¬ 
ing defensive or you're tired of your character taking too many blows, toggle the Auto 
Guard Option to keep your warriors on their guard If you're feeling nostalgic and want 
to go back to the early days of street fighting, there's an option for switching from 
the game's 3-D mode to a flat, 2-D format 


Whether you're a beginner or a street' 
fluting veteran, Flying Dragon's cus- 
tomizable option features let you pick a 
fight that matches your skills Max out 
the game's Turbo Level and turn off the 
Combo limit to speed up the hits 

VOLUME m ^ 


Well/ not exactly As you win battles in Flying Dragon's kid-fighting SD Circuit, you'll earn 

one or ftipre of the 200 treasures in the game You can equip these treasures to increase* 

♦ ♦ > 

your fighting chances against other warriors. The treasures fall into one of four categories 
Action, Defense, Medicine and Special Action items are offensive weapons and Defense 
Items help protect your warrior Medicine revives lost stamina. 

A Special item won't damage your oppon^t directly, but it can - 
increase your speed or slow down your foe. • 



























































SEEING'SPOTS 



Flying Dragon's SD Mode is packed with lighthearted, ani¬ 
mated kid-fighting tournament action. Armed with magical 
talismans, these mini-warriors kick, punch and head-butt 
their way to the top of the tournament podium. 


TOURNAMENTS 


EASY MOVES 

Learning Flying Dragon's fighting moves 
is almost child's play. You don't have to 


SD Mode also features a Mind's Eye Mark 
option that VAW randomly place'colored' 
spots on the battle screen, indicating 
either where your opponent is about to 
attack or the location of the enemy's weak 
spot. Depending on the color of the spot, 
you can avoid damage qi inflict extra 
pain on your foe 




WRen compared to other fighWiff games, the 
moves in Flying Dragon are easy to learn and mas 
ter Ydii don't have to press five buttons in ehdf 
second to pull off extended combos or 
multiple attacks 


No loser brackets here To stay in the game an 
move up to the next level, your fighter must 
come out on top in a best*of*three*matches 
fight If you're using SO Mode charecters, you 
and your friends con use the spe^ 
cial treasure items you've 
saved to your Controller Pak 
to get the inside edge 


NINTEN 


Robonohana, the champion robot sumo wrestler, 
throws an opponent for an extra loss after pound- 
mg on his weA spot The Mind's Eye Mark Option 
can showyou where your opponent is about to 
strike or where you can hit for extra damage. 

Targeting ^ur opponent's week spot is 
a surefire way to get your prized 
fighter to the top of the 
tournament standings 


Fighting and finding treasure m SD 
mode IS only the beginning. Once 
your warriors are loaded down with 
cool goods, It's time to invite your 
fellow Flying Dragon friends over 
and find out who has the fighter with 
the best stuff in your own multiplayer 
tournament match. The game lets you 
customize your contest for up to 
eight players. Using N64 Controller 
Paks, you can trade the best and most 
powerful treasures between friends 
so everyone will have a fighting 
chance at coming out on top at your 
tournament 


press the buttons at lightning-fast speed 
to execute them. The kid fighters are 
often patient and give you plenty of time 
to plan your combos, but if you want 
uninterrupted practice, try out the 
game's practice mode. If you're a gamer 
who misplaces instruction manuals, you 
won't have to fret over lost moves-prac- 
tice mode offers a user-friendly training 
feature that displays each character's 
moves on the screen so you can refresh 
your memory 






























virtual mode’s tough fighters look cool and deadly 
serious. You would be. too. if you were being graded on 
your fighting skills-if you’re lucky enough to get past 
the evil Ryumaou in the game’s final battle. 


GET TOUGH 


You would think that Virtual mode was the 
adult version of SD mode, with the kids 
fighting as grown-ups. Not exactly Three 
of the SD mode characters-Ryuhi, Hayato 
and Shouryu-do make the transition to 
fight as adults in Virtual mode, but they've 
moved on to completely different moves 
The other fighters are new characters. To 
win in Virtual mode, you'll have to defeat 
seven rivals and best the evil Ryumaou in 
the final battle 


MAKE THE GRADE 


Virtual mode's fighf^ 


e tougher to 
defeat than the opporieri^ in SD mode 
Most warnors will still be standing on 
their feet when the match time expires. If 
you're up against a tough opponent and 
you have a longer strength bar, go for the 
win by side-stepping your foe's attacks 
until time expires 


Virtual mode fighters earn a grade score 
each time they complete the circuit. Your 
grade is based on an assortment of crite¬ 
ria, including your win-loss record, artis¬ 
tic technique, the number of limes you've 
fought in the Circuit, the average time it 
takes you to fight a match, and the aver¬ 
age difference in strength between you 
and your opponent at the end of a match 
Your grade goes up or down depending 
-n how well you fight 


Unless Hayato is walloped by a combo in five 
seconds, this battle will time out These guys are 
tougher than most fighters in other toumament- 
fightmg games, so the clock plays a big role in deter 
mining the winner 


Even though three of the characters from SD 
mode also appear in Flying Dragon's Virtual 
mod a, all of tneir moves arc different 
These seasoned warriors have shed 
their cutene ss for tough* 
guy looks and rock- 
hard muscles 
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BESt GRilPNICS 


BEST souno 


eOLDI 




007 




007 


A WA RDS^^S 

AND THE WINNERS ARE... 

W» anaoaaced our nomkieet lo Volomo 106, nod theotands opoo Uioosandt of toall mail and oo-Hoe 
votes later, we're dmwieg the certaies to hoeer the wieners. The leader of die Paks In nomlentlces 
was ColdenEye 007 and, eet serprlslegly. It practically swept oer nwards to become the gamieg eqehr* 
nlent of Titanic the movie. What other games made n splash le '97? Dhre le to fled out whnt floats our 
renders' bents. 


Dost tsil Diddy sr Bumper, Iwl hsd 
we put Jsmss Bond in • ksrt, bs'd 
probably win the Best Racing Gama 
Award, tos. 


The spy game had Grammy- 
caliber tunes, but it's not just 
the music that makes it wor¬ 
thy of auditory honors. The 
searing realism of the explo¬ 
sions and bullet fire will 
blow your cars away, toa 

Runnors-up: 

2. Star Fox 64 
i. Diddy Kong Racing 


A game based on a movie should be visual enough to fill the 
silver screen, and ColdenEye paints a perfect picture, with 
detailed settings and characters who look like the actors. 
Even the animation was true to life, ri^t down to listless 
soldiers-who scratch and fiy-swat their doldrums awa)s 

Runnors-up: 

2. Diddy Kong Raciog 
9. Star Fox 64 


if^TENDO POWER 













BESt CNALLEnCE 


OOUMEi^SYl 007 


Aside from the usual (but 
nonetheless tricky) shoot-'envup 
fare of bullet-dodging and sharp- 
shootings GoidcnEyc introduced 
the element of surprise. Stealth 
sets the game apart from others 
and challenges players to 
restrain their itchy trigger fingers...or else. 

Runners-up: 

2. Diddy Kong Racing 

3. Ikiroks Dinosaur Hunter 



Trevelyan: Two targets. Time for one shot 

The girl or the mission? 




BESt StORjr 


OOU>E^^E 007 


GoidenEye, the movie, 
already had a twisting 
and suspenseful piot, 
but Rare expanded it, 
fiiling in the flick's gaps 
to create an originai 
story iine worthy of Ian 
Fleming himself. 

Runners-up: 

2. Star Pox 64 

3. Mischief Makers 



BESt RACinC GAmE 



Finally, GoldenEye gets 
shut out! But then, it 
doesn't feature three rac¬ 
ing vehicles, dozens of 
tracks, or trtn a Mgtr^ 
speed, rip-roarin' adven¬ 
ture, elthef.'' 

Runners-up: 

2. Mario Kart 64 

3. San Francisco Rush 



Readers recognized GoldenEye for setting a new standard 
in first-person shooters. Rare replaced the search-and- 
dcstroy mentality of the Doom genre with mission 
objectives, so that a bullet was no longer She quick fix to 
every probiem. 

Runners-up: 

2. Diddy Kong Racing 
3- Blast Corps 


BESt PLAY 

COntRPL 


OOLDEKIJYE 007 



GoldenEyc's responsive piay controi beits us with hit detec¬ 
tion so accurate that the slightest misfire could result in 
pelting an enemy's hat or gun. Moreover, 007 offers eight 

a kniTlIiat aB6% one 
playtr to fimuitanoousiy uee two Controllers M Bond can 
run and aim at the same time. 

Renners-up: 

2. Star Fox 64 

3. Mario Kart 64 
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BESt SPOKtS GAmE 


What makes the [ 

Russian tank so . 

much cooler than I H 

the hovering^ tum« 

bling Landmaster 

tank? Aside from the ^ 

automatic coolness ^ jf 

tank IS a rarity in ^ 

first-person shooters, enabling easy mobility, destruction, 
and the power to pancake soldiers in no time flat. 


Even with two gridiron games flitting up the pigskin votes, 
both football titles managed to come out on top. And tack- Runners-ups 
ling all others was QBC. Regarded for its graphics, license 2. Landmaster tank (Star Pem 64) 
and plays, QBC ^ beat Madden 64 by more than twice as i. J-Bomb robot (Blast Corps) 
many votes. 

Runners«up: 

2. Madden 64 

i. The NHLPA 6 NHL Present 
Wnyne Gretzl^'s i-D Hockey ^9B 


TH5 CRJAtiVE 
CNAOS AWARP 


BESt PARtY GAmE 
SinCE TWistER^ 


It just seems like 
since GoldenEye 
came along, any 
V game without a 

eBHhgjt^TS multiplayer mode 

is half-baked. 
Stockpiled with 

[ 4 weapons, charac- 

■HHW/PojniiSnr los, "Uve and Let 
Die" mode quite literally is a blast at parties, and, unlike 
Twister, it won't make you dislocate your spine. 


As countless soldiers close in, you detonate your mines. 
If the massive explosion doe^iT get them, the poison from 
the blown-up chemical tanks will. All the while, you'll have 
to escape the swirl of fire, gas and bullets. Xhaos" is 


(StarPoK€4) 

3. Usinf the Chronoscepter 
(Ttarolu Dinosaur Hunter) 
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TNE GOLDEn 
RUmBLE PAK^ 


COOLESt CODE ORsJRlC 


Turok hosted all others by h^a- 
turing a kit and caboodle of 
extras in one handy code: 

NTHCTHDCDCRTDTRK. So it's 
not the easiest jumble of letters 
to remember, but once you\e 
entered it into your Cheat Menu, youll have invincibility, 
big heads and dino-loads of more tricks at your disposal. 

Reeners-ep: 

2. No Radar (GoldeeRye 007) 

3. Ned the Janitor (Mace: The Dark Age) 


Almost one year after Star Fox 64 introduced gamers to the 
Rumble Pak, the majority of our readers hail the game as 
the definitive Rumble Pak title. Sharing every seismic blast 
of hyper lasers and smart bombs. Star Fox rocks our read¬ 
ers' worids, Corneria, and beyond. 

Reeners-up: 

2. ColdenRye 007 

3. WON Vs. NWOff World Toer 


BESt HERP OR^HERPIHE 


JAMIS BOND 

(MUMKO^I 007) 



He risks life and limb to save the 
world for what? For England. 
Not for a check or trophy, but 
out of loyalty to his country 
(plus, he gets the giri). Now 
that's heroism. 


Reeeers-up: 

2. Pox McCloed (Star Pox 64) 

3. JWario (Mario Kart 64) 


woK§t viiLAin 


JANUS/pOS 

(OOUMMmOOZ) 


Aside from being a ruthless, back- 
stabbing, power-hungry meg^o- 
maniac, what makes 006 such a 

fomUd* lOT 0 Ifw «w 4 «07'» 

equal. Trevelyan and Bond share ,*^[99 
the same training, so Alec is able 
to anticipate James's every move. |i^ i 

Rennors-up: 

2. Andros. (Star Pox 64) 

3. Wispig (DIddy Kong Racieg) 
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You like me' You really lika mer ipcclamed Jamas Bond, 1997'a 
Bast Hero. Ot coursa, we'd lika him even more it ha'd stop aiming 
that guaatus. 









HEAD SHOTS 


tsLwrr 


THE GOLDEH 
BARDAGE AU^ARp 


OK.WEAPOn 


Almost no reader 


Golden Gun. No mat- 
ter how poor your 
aim, one hit from the 
gun will be as good as 

Rnnnnrs-np: 

2. Snipnr Rifle (Gnldenlye 007) 

3. Quad rocket launchnr 
(Ttarok: Dinnsaur Hnirter) 


GoldenEye makes pain the pleasure of sharpshooters every¬ 
where by keeping tabs on where your bullets hit your vic¬ 
tims, and the noggin is the most prized and painful target. 
This category's lesson: wear a bulletproof helmet (a cup and 
gas mask could help, too). 

Rnnnnrs-np: 

2. Thn "eroin smash" attack 


THE moRj-AnnoYinc 

THAn-TME-SPiCE- 
GiKLS AWARJP* 


3. Booenrman^s Plamine Part amtalHy 
(Clay Pi^tnr 63 ^/4) 


Do you know what 
Slippy wants? What 
he really, really 
He wants 
you to get that guy 
off him-thafs what! 

When with 

saving the anointed 

annoying one from I 

yet another bogey ‘ ^ ■ 

who's hot on his tail, most readers would let Slippy get shot 
down ^st to put an end to his incessant whining. 


If yoi thought Slippy's 
ncNi'Stop vAiining was 
annoying in Star Fox 
64, you should'vo 
heard his accaptanca 
spaachl 


RuimerMips 

2. "Oh^w«ow«ow-owl" (Toadr Marin Kart 64) 

3. Most ovniyihing John Maddnn says 
(Maddnn 64) 

* We've since learned trom angry Spica Girls fans that the Spice 
Girls are, in fact, not annoying. But with all due respect la Girl 
Power, we're leaving tha award's name os rt is. As we've all coma 
to find out, the Spice Girls (We love you, Emma^^l have an annoy* 
ance factor af zero. The nominated game features, on the o Aar 
hand) hs v e ss s m erin c a fee Ar of at laast one, m^ing Asm, 
tharstare, stW mare aonoying Aan the Spies Girls (whs aren't 
snnoying st all). 6l«i ws elsarsd that up. 
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2. DIddy Itong Racing 

3. Star Fom €4 


BEST 


SUPER. HES 


GAmE 




DOKKSY KONG 


HARVEST 


OON 


LAND 


Readers dedicated 
hours upon hours culti* 
vating Iwns and rela¬ 
tionships in Natsume's 
gem of an RPC. The 
game garnered such 
favor from gamers that 
it reaped our.Bcst Super 
NES Game Award and 
inspired upcoming Game Boy and N64 versions of Harvest 
Moon to crop up as well. 

R#nners-ttp: 

2* Kirby's Drerat Land III 
S. Tha Lost Vikings 2 


In a year marked by the Htli 
introductions of colored y&a 
Game Boy Pockets and ^|{ 
the Tamagotchi craze, 

1997 was also Game Boy's 
year for old standbys. ^ 

Most notably: Dixie and 
Kiddie Kong, who spun S; f-; ^ 

and somersaulted through 

the third Game Boy Kong-against-Kremling adventure. 

Ronnors-op: 

2. Ken Griffey Jr. Presents: 

Major Lea^e Baseball 

S. Tamagotchi 


BESt 
□ 64 


GOLDENEYE 007 


Having the best graphics, sound, 
challenge, story, innovation, hero, ^ * 
villain, weapon, ride, play con- 
trol, multiplayer mode and dis- M 
play of chaos should count for V 
something. In the case of ^ 
GoldenEye, they add up to a land- |H 
slide. With more than five times 
as many votes as second place 
DKR, GoldenEye proved to be the 
Nintendo 64 game for 1997, and 
readers teiil iHtety tetap^ araimd 
007's goldfinger for years to come. 

RMIIIWNelliaB 


TNE BEST GAmES OF 
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IS THERE R TRICK TO GETTIHG R ERST START? 


V ou betcha, heavy shred-head 
You can shave at least a second 
and a half off your Time Attack 
and Match Race times by pressing Up 
twice on the Control Stick (he moment 
you hear the announcer yell "Co’" 
You can play it safe and get the boost 
every time by tapping up repeatedly 
on the Control Stick until you're mov¬ 
ing Use this same technique when 
you're getting up from a fall or when¬ 
ever you're stuck in deep powder. 




To get a quick jump off the starting line, 
press Up twice on the Control Stick when 
you hear the announcer yoll "Gol'* 




'ibu can also use the fast-start technique to 
get your mired rider out of deep powder or over 
the uphill side of moguls or embankmants 



IRHRT’S THE BEST RIflV TD STDIRP IRV JUIRP 



T he mechanics for setting up for a 
smooth landing are the same 
whether you're racing or going for 
stunt points. First, make sure that your 
board is at the same angle as the hill 
you're about to land on If you're landing 


on a steep hill, make sure your board is 
tilted down to match the same angle as 
the slope The more spins and stunts you 
execute, the more time you'll need to 
adjust your balance before landing. Spins 
tend to tilt riders out of balance, so you'll 


spend more time recovering from 
maneuvers than plain old big-air jumps 
If you get into trouble, try landing on the 
back of your board, but make sure you're 
holding down the Z Button is you touch 
down so y<xj don't skid on impact 



If you re trying to land on a steep sIodh, tilt 
your board so it matches the angle or the hill. 

@ NINTENDO POWER 



The more spins you execute, the more you'll tilt 
Take time to adjust your balance before landing 



If you land on the back of your board, press tha Z 
Button so you avoid skidding out of control 



























































► YOSHI’S STDRV 
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lUHflT’S THE FASTEST IHflV TD SHIFF OUT HIDDEH ITEHIS? 




♦ 4 


H I most everyone thinks they have to stop 
and smell everything to sniff out hidden 
coins and melons While we highly rec¬ 
ommend stopping to smell the roses in life, 
save yourself some game time by adopting 
the highly-recommended and Yoshi endorsed 
run and sniff method All you need to do is 
hold down the R Button to make your Yoshi 
sniff while you guide him through the story¬ 
book pages. Yoshi will pause and wave his 
hands to alert you if you pass over anything 
worth stopping and stomping out. 





Hold down the R Button as you trot through the 
level to sniff out hidden goods while on the run 



\bshi will sound the alarm to alert you if ho 
sniffs out anything worth stomping out 







T he Black Yoshi is one erf the rarest 
Yoshis in the game, and you'll find 
him in one of two places* Bone 
Dragon Pit on Page 2-1 or the Torrential 


Maze on Page 2-4. In (he Bone Dragon 
Pit, walk left from the fourth Miss Warp, 
lick the Tulip and blast up a high chamber 
holding a floating Mystery Ball Pop the 


ball to get the Black Yoshi Egg You'll have 
to swing across all of the vines on the right 
side of the (hird Miss Warp to find the 
Black Yoshi Egg in the Torrenhal Maze 



Yiu'll earn the Black MDShi if you find the Black 
Egg in the Bone Dragon Pit or the Torrential Maze 



Blast up into this chamber in the Bone Dragon 
Pit to find the Mystery Bubble holding the egg 



Swing across these vines in the Torrential 
Maze to find the egg in the far right corner 






I ike the Black Yoshi, the White Yoshi 
can be found in one of two stages in 
the game.You'll find the White Yoshi 
in The Tall Tower on Page 3-2 and Poochy 
& Nippy on Page 3-3 In The Tall Tower, 


hop left from the second Miss Warp until 
you see a Mystery Ball floating next to a 
spring Pop the ball to collect the White 
Egg Finding the egg in the Poochy & Nippy 
maze is a little confusing The trick is to find 


the path where Poochy is barising next to a 
red pipe Walk to the left and jump down 
the red pipe in the middle of the path Pop 
the Mystery Ball at the bottom of the pipe 
to earn the White Yoshi Egg 



While different in color, the While Vbshi has 
the same food preferences as the Black Yoshi 



Trot left past the second Miss Warp to dis¬ 
cover the White Egg atop The Tall Tower 



If you hop down this pipe in Poochy & Nippy 
you'll find a Mystery Ball and the White Egg 
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►flERDFIGHTERS RSSRULT 



UIHRT DO I REED TD DD TO GET THE HIDDER RIHCRRFT? 


Y ou can earn the F-15J Eagle if you 
continue more than three times in 
the Tokyo stage. The prized X 29A 
ATD, a dolphin-safe, next-generation 
fighter, is tougher to get-you'll need to 
complete all four bonus stages in the 
game to be able to select the aircraft. 
And in case you're wondering which 
stages are bonus stages, take a heading 
for the Air Landing, Shuttle Defense, 
Goliath Defense and Space levels 



Vfau'll get a frequent flyer upgrade to Mao Spanky the dolphin will join the team after 

Mao's F-15J if you continue four times in Tokyo you complete the game s four bonus stages 


' ? 


n 


tMwmmm 


HOi DO I EKECUTE THE COBRA fiRD THE CULBIT ItlOUES? 





altitude If you're flying too close to the 


T he FS-X, SU-35 Super Flanker and 
X-29A ATD are the only aircraft that 
can execute the Cobra and the 
Culbit moves. The Cobra is a braking 
move that can force a tailing enemy to 
overshoot your plane, giving you the 
opportunity to return fire The Culbit is a 
backflip you can use to quickly reverse 
directions. To perform either move, pull 
down on the Control Stick and hit the 
bottom C Button, then release and pull 
down on the Control Stick and press the 
upper C Button. To do the Cobra, simply 
release the Control Stick to finish the 
move To do the Culbit, keep holding 


down on the Control stick after you 
release the upper C Button. No matter 
which move you execute, the most 
important rule is to maintain your 



ground, your fighter's nose will tilt 
towards the ground, quickly beating your 
plane into a supersonic plowshare 



The Culht IS a backflip that can quickly deter 
any enemies trying to sneaking up from behind 


L?| 

HOUl DO I EKECUTE fl RUDDER REUERSRL? _) 

4 

? 


T he rudder reversal move will work 
only With the F-14B Tomcat, F-15J 
Eagle and A-1OA Thunderbolt II air¬ 
craft A rudder reversal will turn your air¬ 
craft completely around in a small space. 


allowing you to turn the tables on any 
enemy following close behind you To exe¬ 
cute the move, raise the nose of your fight¬ 
er at least 30 degrees, brake the plane and 
tap the left or right C Button depending on 


which direction you want to turn It's 
important to remember that you'll probably 
be an easy target while braking, so check 
your radar and make sure that the enemy 
can't hit you before you make your move. 



The rudder reversal is the tightest turn in the 
sky, but only the F-14, F-15J and A10-A can do iL 



3 e t if 



Raise your nose at least 30 degrees before you 
brake and tap the left or nght C Button 


Check the enemy's range and angle of 
attack on radar before you make your move. 
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►FinflL FfltlTflSV LEGEtlD 


UIHHT DD I DD AT THE STATUE OF HEAO? 



-CA 


I f you havo the King's Armor, Shield 
and Sword, un-equip them, face the 
Statue of Hero and use each item on 
It. You'll receive the Black Sphere after all 
the Items are on the statue. While every¬ 
thing so far sounds fine and dandy, your 
party will be attacked by Cen-Bu the ter¬ 
rible turtle the moment you turn away 
from the statue To survive the battle, 
make sure your hero has around 120 
points and have your Mutant cast Fire or 
Ice Elec spells also work great. 





Remove the King's Armor, Shield and Sword 
and use them on the Statue of Hero 



Keep your team at full strength, because 
you II be attacked as you leave the statue 



fflHERE IS THE REAL ORB IR THE DRB RDOffl? 


I 



S O many orbs and so httle patience for 
searching, hmmm? Remember when 
you walked through the previous 
rooms and saw lines of orbs? In one room 
there was a vertical line of orbs and in the 


other room there was a hori«)ntal line of 
the glass globes Imagine if the two orb 
rows were put in the same room-the rows 
would overlap in one spot If you moved 
your character to that spot, you would be 


standing on the real orb If you still don't 
get It, or you have a wildly faulty imagina¬ 
tion, count three orbs down and three orbs 
left from the upper right corner Face that 
orb and press the A button to finally get it 



Two rooms before the Orb Room you'll see a 
row of horizontal orbs Remember the location 


In the next room you'll see a row of vertical orbs 
Visualize the horizontal orbs stacked on this row 



In the Orb Room, imagina where the two rows 
intersect—that^ whera you'll find tha orb 


►► 

In IhE USfl Call; 

'l-9DD-gae-DfD7 

1 

m FAST FACTS 

In Canada Call; 
l-ODD-ilSl-titillD 


^ ($150 per m'nute Colters under 18 
i naedpamitel pormiaon to cell 2 » 

Or write to Counselors'Come' 

PO Box 97033, Redmond, WA 98073*9733 

(SZOOpprmnutn Cellcrs under 18 
need parental permission to coll) 

—— 

FIGHTER’S DESTiny 

JEOPARDY! FDRnGii 

JARIES RDRD DD7 i 

Q: Can 1 play as Robert? 

R I Ves The Master will randomly tell you 
how when you finish one-player mode 

Q: How do 1 play as the Master? 

R^ Defeat all eight Masters in Master 

Challenge mode. 

Qr Why did a star appear nextto a charac* 
ter picture on the Player Select Screen? 

R: The character has finished one-flayer mode 

Qr Hey how do 1 pause this game? 

Rr You donti No commercial breaks for you— 
there s no way to pause the game 

Ql If 1 wait long enough after the game ends, 
the screen fades to black and a cow and a 
penguin show up What's up with that? 

R: It's Jeopardyl for Animals—but you can't 
play becausa youYe a human, not a bovine 
or a flightless aquatic bird (it's |ust silly 
stuff left by those wacky programmers). 

Q 

A 

Q 

A 

Q 

A 

1 How do] get the best ending? 

1 

1 Make sure you have the M A.R B L E | 

: Okay, where do 1 find this M A R 6 LE.? 

t Go back to London and talk to the man in 
tha chair abova Q twice 

: What^ up with the guy in Marrakech talk- i 
ingabouta 'small red fish*? ] 

1 ThatsaTBdherring Youknow.afalseclue j 
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€^1998 Nintendo 


9 NINTEN 


POWE 


A Our bomb-tosdng, helmeted hero Js back 
!l for another^ wild adventure on Came 
W Boy! Botuberman GB is the seventh 
yA Nintendo title ihis explosive character 


zie actioii, Bombeitnan GB fea* 
tures t^o huge puzzfo modes 
with almost 50 levels eadil 
Both puzzle games are based 


CMtiTlTil! 


_ Nintendo Ertfertammcnt System alt the 
9 way back in 19B9. fn c^isc you've been 
' lixing 'd$ the bottonr of an abandooed mine shaft, 
Bomberman is a little giiy who.runs around solving puz^* 
zies arid dispatching bad guys with an endless supply of 
bombs^ He's so popular that legions of gamers wilt admit 
that thdr favorite multiplayer game of all time is a 
Bomberman game-whether it was on the NES, Super NtS, 
Game Boy or. NirUendo 64. Bombermari CB crindnuts^tbe 
explosive tradition, offering a multiplayer match modetof! 
pne fo /our gamers usii^'a Super tiamc Boy and a^fout^ 
player adapter* if yuur tastes run toward on^player, puz« 


^•9 MIS 

a . ~ ^ » 1ft senncH op 

movie, with plenty of danger- Tne^LeceHomitT 

ous jungles and 'treacherous I— . u ■ ■ 

ruins for our fedora**dad adventurer to blast and explore. 

This month's review covers Bomberman GB's items: and 

features, but the game's puzzje modes were so large that 

we had cmly enough space' to 

cover the challenging tevel$ 

and bosses in Mode A. iuckily 

for you, most of the. puzzle 

\ maps and all of the^ tips for 

^ defeating the bosses are the 

same for Mode 8. 


Bomberinan Is 
back to whip up 
SDine fun In a 

passwurd-backnil 
Indiana Janes- 
style adventure! 










BJirri 


IIBSII ArbO 3's Dash power*up lets you run with a burst of 
speed whenever you hold down the B Button This 
Item IS essential for eluding the fast monsters in the game's 
advanced leveis 


Finding this power-up 


wwtiiw wwwaaa Will raise the number of 
bombs you can drop at once by one You can drop 
a maximum of four bombs at once 


DunD runtn upeSSSstheSs 

of your bomb explosion by one square The maxi 
mum IS four squares 


rXlnfl llrl Of all the power-ups, the 

Lll I lift fcll L 

one-player geme Luckily. Bomberman 6B has 
unlimited continues. 


TheAreaGMoto 


Bomber 

powerMp jumps rocks and blocks and 
protects Bomberman from one hit 


The final power-up in the game is a 
secret, but it's worth the trouble ^u1l 
earn it if you complete Area 7 in Story 
Mode A or Story Mode B 


WHIU Use Area 2^ Whip power-up to push 
your bombs ecross the screen and into 
your enemies This power-up is identical to the 
Hammer power-up used in other Bomberman games 
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tn|llod«l. 
you'll have 
t'destroy 

in 0 specific 
order to 
open the 
exit door. 


'Thvtc are -dr 'coup I v w^^ys: io- -play 
Bcmtbonmn CBS onv-pJayvr ganu*. The 
object in Mode A is to destroy elt th» 
mtes in the stage and reach the exit door 
before Time expires* You do the same thing 
III Mode except thdl in H you must 
destroy the enemies in a certain order. 


Destroy aJI the enemies m 
any order to open the exit 
door in Mode A 


The clock is renning down 
bet the exit won't open until 
ell the monsters are gone. 
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The object of Sfory Mode A is 
^ i V always the same: You need fo 

locate and destroy all of the 
^ wandering monsters to (ven 

the exit door. After all the monsters are eliminated. 
It's a race against time to get through the exif door 
before time expires You'll quickly find that your time 
limit isn't the same for every level 


WHIEH 


POWEH 


^Monster Trial h a rocky and foreboding castle inhabited by ghouls 
and gbosts« Yoo wonT find any area power-ups here, but you will be 
able fo load up on bombs and htunb power, especially in places 
wdiere you have iob^of time to search, Hke Levels t-2 and 


Level VI is so 
small thaf if 
can support 


mofisterdriwt 
you have less 
dian two mtfh 
iftes to blow 
thioecejie. 


lAoraaeo your chaRoes 
«f iRicevorine mere 
Wnbi by hloolinB three 
tooirt rmn0 ^ 


And all those UFO experts 
thought the marsh sightings 
were just swemp gas* The trick 
to winning this bottle is to 
dodge the smell eliens end hit 
the UFO whenever the alien 
leader has his heed sticking out 
of the top of the flying saucer. 


ff you>e stuck here^ you have e nghf 
to be crahby The tough heimit 
crabs in Level 2«S tate two bombs * 
to defeat. Place the bombs at the 
intarsOetjons to increase your 
ehancas of hittuig thmn as they 
skitter e round. 


fco wonY epet these sneaky 
hidtouts wra yoff'm staodmg 
right nmtt ta ana. Mavt slew 
ly tvhaiwver you wandar off 
Mo unexplorfd regions. 
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OLUMEm 


Bombcrman GB's puzzles slart lo gel cornplicattKl onco you 
wander inside the Swilch Ruins. Besides dcfcalingsilihe monsters 
in the rooms, you'll now need tolocete end blasi the switches tfial 
conirol the pillars blocking I he path to the exit doors. 


M rime-Mir 


Many timtsymi'N 
havt taaearefian 
•ntira roani to find 
thiloatawitch. : 
Thi final switch ' 
lor Lml 3-3 It in 
As lower riflit' * 
hind earner. . 
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NtNTEN, 


POWEi 


Monster'^ Tongue-sounds kind of sloppy^ but this puzzle 
ai^is in the middle of en arid desert. Magicai stone mdn* 
ster Statues block the roads through the wastelands with 
their heavy tdngues^ Oropi^ng a bnmt) by^ each tongue 
will temporarily deer the trail. 


Level S‘2 » e breezev Just rmember oot to step past e 
Monster Tongue betoro blesting deer the roed eheed. 
V^ndering monsters will try to trap you it you hurry elong. 


Thelbclilepeweriip y 
tenporerlly stune meir- ' 
Merseo you can rue peet 
them eretop them from 
ehergini. Use your bomhe 
to fmieh the baasle. . * 


Cefculete the (anglh of yaur 
bomb blaat batora you try 
te step batwaan two 
Monstar Ibniues - 


Like the Mummy heck in Aree 
this scurrying Scorpion hes e 
predictehle pettem Dodge the 
vertical end diagonal sweeps of 
his clews, then run up and piece 
e bomb in front of him es he 
becks into the well et the top of 
the chamber 


Navigating betweeo the pairs of Moneter Tongues ss the hey to 
surviving Levd 5*5. Use your Whip powerup to slide the bombs 
ahead and beiv^ecfttbe tm statues to keep the pedi open 


The Cave Trial is a test of how well you can play hi the dark. Inside each 
level is e burning han^l that will eventually go out, making it very dif¬ 
ficult to see anything except the shadows of monsters. You'll need to 
keep lighting the barrel to find all the power-ups. 


n ttaeMetu 
ibertojump 
iveen cretin 
lout ueini year 
ibs.lbuctn \ 
ptbemeiictert 
pad until yeu r 
tthem. 


dmtmBiRsh e crate 
from e powarup 
in the dark. Find 
end bomb die 
burrang barrel to 
avoid blowing up 
ihewrongitam ' 


The burning bermi ie et 
the ceoter of the room 
in Level 6*3 Divide the 
room into quarters and 
return to light the barrel 
after you finish search* 
mg e segment. 


Like Level 6*3, 
the burning 
barrel is et the 
center of the 


6^. Searching 


The Flamiiq) Chdice is the 
toughest enemy you1l meet 
before the fine I battle. The only 
time you con dem^e the 
Chalice is when it is touchii^ 
the tioor Mbtch its deadly 
dance end you'll see e pattern 


segments will 
ensure that 
you f md ^l the 


destroy every 
monster. 
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\Q QQft 


You don't have to defeat the final monster in Area 8 to go 
back to the beginning of the game and play Mode B Mode 
B^s mazes look the same, but you have to defeat the num¬ 
bered monster in an exact order, and the game clock quick¬ 
ly ticks away valuable seconds 
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Timing h a big factor in co^lctki^Jungk Warp^ ihe fine I puzzle eren 
in (he game. Every level is a mixtuas of switches^ prliai> and warp 
pointy. Use the warp to locate and blast all die^witches^ then 
try to find your way tothe exit door before tirfii> runs out 


Mommaanichm « 
1$u through • wirp 
point Hop into a warp« 
drop • bomb Olid wirp 
booh to sofsty bofort 
rtii boasts can gat avny 


Keepmgyourbeeringsjslhe toughest 
part ot solving Level 7*2. Ybu con hit the 
switches without disturbing the mon¬ 
sters, but you'll have to trocn them 
down eftor you knock down (he pillars. 
The bird mine upper left coraeris the 
hardest beast to find. 


Bomb end take oof every monster you see as you search for 
switches. That way the only beest you'll hive left is the 
Kiwi Bird lo tfao upper right corner text to the exh door. 


The only way to damage this 
fire* breath mg mesk is to time 
your bombs to explode when it 
stops moving. Stay near the 
edges of the room to evoid 
being trapped end mcinereted. 
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CHAK 


• Your ancestors bought the farm, and now it's up to 
you to turn it around At least that's what ghost of 
your grandfather tells you late one night You'll have a 
year to make the place productive Planned for 
release this spring (we have pictures from the 
Japanese version nght now), Natsume's Harvest 
Moon is about managing a farm and finding 
happiness The game's clock automatically 
ticks off time, so you have to plan your day 
carefully so you don't neglect your crops in the 
Id or let your animals get hungry. Nobody knew 
work could be this much funi 


While Harvest Moon for 
Game Boy looks much 
like the popular Super 
NES Harvest Moon, there 
arc a few changes. Now 
you can play as a boy or 
a girl. You won't find a 
forest or be able to wan¬ 
der around the town, but 
you can plant different 
crops and mess around 
with new items, like a 
pick, a first-aid kit d fish¬ 
ing rod, and a magical, 
rain-making umbrella 
There's even an under¬ 
ground lake beneath the 
tool shed! 


This Harvest Moon doesn't have a 
big spread or a shady forost, but it 
does have more tools and crops 
than the Super NES version 
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HARVEST MOON GB 


Even though your Game Boy acreage is smaller than the 
Super NES Harvest Moon farm, it has all the same buildings 
and a few extra features hidden beneath the surface. Your 
barn has space for four milking cows, and the chicken coop 
has room for four clucking hens. You can pick mushrooms 
growing in the root cellar beneath ^e tool shed, fish in the 
underground lake, or relax and revive your stamina by 
soaking in the steaming waters of the subterranean spa. 
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(J. Farmhouse '* 
(S. Shipping Crate 
Wood 

4 Stable \ 

(s Bam 

(6 Chicken Coop 
(|; Tool Shed i 
e Well V 


Harvest Moon for Came Boy offers your standard crop 
fare-turnips, potatoes, tomatoes and corn-but now you 
can also grow eggplants, peanuts, carrots and broccoli 
You'll have to carefully plan your money-making 
schemes. For example, the shipper won't pay much for 
turnips, but they grow faster than potatoes. Do you go for 
making a fast buck or hold out for a bigger cash crop? 
You'll also have to consider the location of your shipping 
crate and water supply before you design your fields. 


Use your heavy hammer and 
sharp axe to breek up rocks and 
stumps^cleanng your property 
for additional fields end pastures 


sow DOES YOUR OARDEJir aROW? 


Every newday starts out inside 
your humble abode Check tomor 
row's weather forecast on the 
television before you maka plans 


Plan and design your fields around 
the shipping crete so you spend 
more tima picking and less time 
hauling your crops around 


Practice! held desion is the key to getting the most money out of your 
crops. Each sack of seeds covers e 3x3 area If you sat your plants up in 
rows, you'll find itb aasy to wetar the crops and harvest them before the 
shipper picks up your produce. 


In Super NES Harvest Moon, you had to balance your 
time between dating women in town and getting your 
work done in the fields. Things are a little easier in the 
Game Boy version. Now the dating prospects walk all 
the way from town to come out to see you or remind 
you about upcoming festivals and social events. You 
don't even have to snoop in anyone's diary to find out 
how much people like you In Harvest Moon GB you 
need to concentrate on managing the farm, not worry¬ 
ing about the dating scene. 


You have only so much energy to do 
a day's worth of chores, thei you'll 
collapse in the field and have to hit 
the hay 


The lonely folk in tb^ parts^re 
sodasperetafoyomiAnythdt % 
they'll walk alljftwiy out 
your piece ti^it for e spell . 
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Towsr 

(i' Flower Shop 
(a Inn 

C»‘penter 
^4 Temple 
(5' Tool Shop 
.0 Restaurant 
(T Feed Store 




rrmiiHi 


Thtt maximum animal capaci 


at your farm is tour chickens, four cows, a 


horse and a dog or a cat \bu1l need to feed and care for the chickens and 
cows avery day to keep them happy, haalthy and producing food throughout 
the year 


vzszTzura 

Towsr 

(i' Flower Shop 
(a Inn 

C»‘penter 
^4 Temple 
(0' Tool Shop 
.0 Restaurant 
(T Feed Store 




The Inn is tire only place in town 
that stays open arfterthe sun 
sets.The innkeeper's inventory 
will change every season 


\tHJll wear out quickly if you don't 
stock your pantry Slip down to 
the bakery once or twice a week 
to replenish your supply 


►Uik* (J 


Do you warYt to hold your 
own farmer's market? 
SnapintheGame Link 
cable and link up with a 
fellow farmer to trade 
livestock. 


CAMS ATS 

TESBUra 

Your crops will make money in the spring and 
summer, but how do you got by during 
the cold months? Cows and chickens 
are best bets for year-round cash, but 
you'll have to spend extra time feed¬ 
ing and caring for your animals. 
Contented cows will earn loads of money 
if they can fill huge milk jugs Brush and 
talk to your cows to keep them content 


The town near your farm has everything 
you'll need to get started, but all of it comes 
with a price tag. The flower shop sells sea¬ 
sonal crop seeds. The inn carries beverages 
you won't find anywhere else for miles The 
carpenter will sell you wood or offer to 
remodel your house. The church dispenses 
advice and Information, while the tool 
shop has a sprinkler for your fields or 
saddlebags for your horse. The restaurant 
has food to fill your pantry, and the feed 
store' Ts where you'll go to buy cows and 
chickens and anything you'll need to keep 
your animals healthy. 


Any Harvest Moon farmer can tell you that 
raising a blue-ribbon-winning cow takes 
days of feeding, brushing and talking. It's like 
building up your character fifty levels in 
other RPC games. Luckily for you, Natsume 
has added a Game Link option so you can 
trade livestock by hooking up with another 
Harvest Mooner, Now you can count your 
chickens without waiting for them to hatch 
Can you imagine how much money you 
could make if you owned a barn full of 
prized heifers at the start of your first year? 

































































































Do you want to go fish¬ 
ing or pick mushrooms? Mdu 
can do both in the under* 
ground caverns beneath the 
term at anytime of the year 


i I / 


This room is totally buried in 
rock If you help the dwarves 
clear it out, they might shai4 
their treasure with you | 


HARVEST MOON GB 


caverns beneath your farm have the 
resources you'll need to get through the harsh winter. 
Mushrooms grow down there throughout the year, so 
you can sell them for extra money or buy a fishing pole 
and fish in the underground lake If you get too tired, 
take a soak m the steaming hot springs The warm, bub¬ 
bling waters have a soothing effect on muscles, so you'll 
be ready for more work when you dry off. There are 
other places to explore down there, but you'll have to 
find a way around the fallen boulders 


It's no twist of fate that you live above a hot springs, an 
underground lake, and other mysterious and magical 
places. You're sharing your space with a family of 
dwarves that liv^ beneath the tool shed. These dwarves 
have magical powers, so it's a good idea to be nice to 
them and help them whenever you can Try sharing your 
mushrooms and fish with them. Any Harvest Moon 
farmef will tell you that those who help a dwarf in need 
will be grandly compensated for their generosity 


You've raised your livestock and have a barn full of 
mooing cows and a coop stuffed with clucking chick¬ 
ens The crops are so plentiful and thick that you spend 
all day picking and all night watering. You're earning 
almost 10,000 gold each day. But if you're going to live 
the good life, you should look the part Go see the car¬ 
penter in town and get your house remodeled. You 
don't want to disappoint the ghost of your grandfather 
when he floats down to see the place 


If all tee hard farm work has you 
tuckered out, replenish your 
onorgy by taking a soak or two in 
the underground hot sidings 


Dwarves have plenty of helpful 
hints for uncovering hidden sur* 
prises Talk to them and try to 
help them in anyway you can. 


If anyone ever complained abouT'anything in the 
Super NES version of Harvest Moon, it was that the 
game ended after two and a half years You don't 
have to worry about this in the Came Boy version. 
You can keep playing long after your ghostly 
anc^tors have come back to see how well you've 
done on the farm Now you.caa keep your prize 
cows or trade them for other goods with farmers on 
the Came Link cable Seek out the happy ending 
you've always wanted 


It was your destiny to turn this 
farm around After you toil for e 
year, your ancestors will return 
to tell you how well you've done 


Nothing beats living on tee farm 
vteon you're tee proud owner of a 
Super Deluxe Log House complete 
with surround-sound stereo. 
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Brain Drain follows in the footsteps of puz¬ 
zlers like Tetris, Dr. Mario and Tetris Attack. 
Using the Brain Drain cursor, players rotate 
pieces into new positions and try to match the pattern in 
the upper left corner of the screen within a limited time. 
With two game play modes, 241 puzzles to solve, and 
pa^word backup, this Game Boy puzzler offers a lot of brain 
draining. It may seem to start out easy, but soon you'lliiear a giant 
sucking sound as your brain goes dry. 



\iAfN 


The main game begins with a pattern made with two 
pairs of pieces. That pattern is scrambled into a jum¬ 
ble^ and youII have a limited time to return the pat¬ 
tern to its original form. After every five levels, a bonus 
area pops up. Every so often, a Level Code appears, 
which is a password that will return you to that level 
should you quit or run out of credits. 


l?f<AfN 


Special effects known as 
teasers, blocks, slow 
motion and blackouts occur 
on some levels at the 
Student and Genius ddficul* 
ty levels The regular black* 
out shown on the left is a 
block of four question marks 
that hides the real objects 
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Str^if hten out the (ilcturo pii 2 * 
zit to win powor-up Item*- 
either e 1*U^ or a level skip. 
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Earn power-ups like the Clock 
and Flash at the lower levels 
and use them on the upper 
levels where things get tough. 


Earn the Clock by finishing 
a puzzle within ten sec* 
onds Activate it when the 
timer is at one second 




The Flash allows you to 
skip over a level to the next 
higher level 


The extra life, orl-gp.can 
be earned in the Bonus 
Game 


^ NINTENDO POWER 




















































k C This mode is all about 
speed and your cumu* 
lative time* At Rookie levels the 
race is ten puzzles* At Student 
level, you'll race for 25 puzzles «ind 
at Genius level, 50* 


\f you beat the hioh score, you can enter 
your name m the Hall of Fame 


BRAIN DRAIN 

The most important thmg to do tn Brain Drain is to cuncen> 
trate on the pieces in the pattern and to group similar pieces 
together, but there are some other basic strategies that will * b 
help you get started, and we've listed them briow. S 


SKArNl 


IUV5R,S? 

'THE N4eSS 

Dofil eves try to figure out the 
reverse order ot the sersmhiing 
process* Even If you could do it. 
It wouldnl result in the fastest 
solution to the puzzle* . 


Ignert the tinier end concen¬ 
trate on the puzzle end the post*, 
tions of pieces. When ten sec- 
ends remsin, the music 
changes, warning you to hun^ 


AtF-^N -THE 


■ Given the eterting 

position that you 
eeehers. your goal 
ie to turn stag¬ 
gered columns con- 
sioting ot unmet-, 
chad pairs of 
squares endoireles 

iste columns ot oil oqueros or ell circles. 
Ones you do that, you con ootily reeve 
there isto thetinel position* 


This is your starting 
position. Is this 
cesoa you went the 
cursor in ths middle 
of the row. 


Move the cureor left To finish Ovnge up, 
end rotate clockimse rotate the cureor 
twice to position tho oeco clockwiso* Tho 
two end ^eceeond puzzle ie solved* 
bring ths other iwo 
squares together* 


By rotating the cur¬ 
sor ones clockwise^ 
you'll moveocolumo 
otsqueros closer to 
the left edge. 




STEVS ANI? 

prNE TVNrN^ 

H’s host to solve puzzleoin pieces. Firsts move piocoo toward 
ths gonerel erta where they need to end up. After organizing 
things into opproximata locations, you can see reletienshipe 
more cleerIVf which helps in reeking ths fissi moves* 


Once you align 
columns or rows 
into motched poirs, 
your joh IS much .. 
aosior becousoyou 
esn move the pair 
as e finished unit. 
This axemple 
shows the benefit 
of matchuig poirs. 


With the cursoi over (ho 
eecond end third columos 
from the left you'll be set 
to reeke your move. 


The solution Is uchiavcd by 
rotating tho cursor twice to 
revoraa the positions of tho 
squofo end gem columns. 


Ono m^or organizing goal 
in this puzzle will ho to 
move the peer pieces into 
the middle. 


Positionk^ the cureor an 
these lawer rows ollom 
you to rototo two poors 
btto the correct positions 


Brain Drain misses 
ouf on two-player 
action, but for a single-player 
puzzle, if should keep you busy for quite a 
while. The puzzles quickly become very complex, and 
with more than 200 of them, your brain will be strained to 
solve them all* 
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ml Mt Hi* card mm4 
saad tl ini Wa'ii tally 
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1 GAME BOY CAMERA 
± GAME BOY PRINTER 


Ont MtHf pt' |wrM«. p\mm. All 
dotil^ mt bt pmmmhi no Ittir 
ibdnjjiMlrlNi WioranoIrHpoiHl' 
W» M A miiN wc tN mU. 0i w 
•bool INIr vriMti* will bo 

rooiiiiipEjiNiffl from imonp id oligihlo 
iiMriN. ipoocflptmg dnirpmto. wbi* 
■oreDomotioilMoool iholriMmot, 
pbotopophs, «r »llwr likooum lor 
M PWM of BiKorfimnenH or pro* 

iROfi^ ud liinlOMlo ol Aintrioi loo 
iNOAl^Aput fortbtr eonpooMillojt 
p ^j Pliniitod to out pof hiowbild 

orodotoraunod by 
tlw oonbor of Mlnoo rwMd. 
of pmM to OBiry cords di^ 
^QOO.ON No SibiMulMi 
of prilioiiporfldttod AllpriniwHIlM 
•WOifiid. 1b roeoiw i hot of wlioors, 
sondyow roquool to tbo Addrooo ibm 

iftordwM^o me. 

QMid Pnto Grwtd Priio mtaorwM 
wnfNr Eoma Eoy Poekot*. lour Eano 
Bop Camoros. four Gomo Boy Pnalors 
and ^yr Game Imk Cshloa. Soom 
roitrkllofls applyi Wlal only lofM til 
cod Canada Not valid m Quaboo. Vnd 
oNlce prohibited by law. Not opao to 
ano d awea of NOA. ila offdiatos. cia*- 
oiM N.lbair immediate binAas. Ttw 
conlotf la subject to all federal, state 
and lews and regufitions.. 











SCURRYING ROM DISNEYLAND BACK INTO GAME BCfY LAND, MICKEY MOUNTS A 



M*l-C. . . .See, Mickey and his pals cal warps, and leaping flooded dun- 
were taking a leburely stroll through geons to find the puzzle pieces that 




the forest when they stumbled upon 



an evil wizard who fiendishly craved 
to capture them. K-E-Y. . . .Why? 
Because she hates them! 

But at least one good tiling comes 
out of the whole predicament: a new 
Mickey Mouse adventure for Game 
Boy. Mickey Mouse: Magic Wands! 
takes many of Disney's classic charac* 
ters and puts them in a 4D-levei side- 
scroller that teems with enemies as 
magical as Fantasia. However, almost 
all of the those Disney friends have 
been imprisoned by the wizard, so it's 
up to Mickey to journey through her 
castle, unlocking doors, finding magi- 


NINTENDO POimt 


will free his friends. 

Along the way, Mickey will find 
magic wands that will give him special 
powers. These powers, such as freez* ^ 
ing abilities, will not only help Mickey . 
fight, but theyll help him solve puz- 
zies, too. While the puzzles, fights and 
general game play are more suited for 
beginning gamers, the brain-teasing 
challenges and enemies' intelligence 
are clever enough to be fun, but never 
insulting, to veteran gamers. Plus, 
with a lovable stable of characters and 
more Icvek than you can shake a 
wand at, Mickey Mouse: Magic 
Wands! will be an E ticket ride for any 
Disney binatic. 



To free his pals from the wizard's 
spell, Mickey must find the puzzle 
pieces that complete the portraits of 
his friends. Mickey will end up assem¬ 
bling over 40 puzzles before meeting 
up witii the evil spellbinder. 



Each af the 40 levels contains at least 
one pifzzia portrait that Mickey must 
complete, the pozzies will reveal such 
Disney favoritas e$ Donald, Minnia. 
Goofy, Plolo, Dasy and even lesser 
known chaactars like Figaro, the cat 
from Pinocchio. 












ENEMIES 






To put a stop to Micke/s rescue mission, the wizard has filled 
her castle with a M^ic Mountain's worth of magical animals 
and monsters. 

BAT: Unlike Mrdccy, a bat can attack from adiiovc^ so hire 
H down to your level, then throw an apple at h. 

FIREBALL: Waive the wand to temporarily 
freeze a fireball, or throw an apple or ice cube to per¬ 
manently smother it 

FROG: A frog, like all of these foes, can't jump over 
gaps, $0 Mickey can escape the toady by leaping to 
other levels. _ 

SKELETON; Mickey can't defeat the skeleton, but he 
can stop it momentarily by using hrs wand or apples. 

SNAKE: Destroy any eggs you see in the third world, 
because every one will hatch into a slithering snake. 

WITCH: Apples wil defeat a witch, but noth¬ 
ing will stop the fireballs she throws, so steer clear of her 
missiles. 

SNOWMAN: A snowman can quickly close in by 
balling himself up and then steamrolling your way. 

STATUE: A statue will come to life when 
Mickey walks by, and it'll head one way until it reaches 
a wall or end of a ladder. 










MICKEY MOUSE MAGIQ WANQS! 




P 


ITEMS 

inside the castle, Mickey will find many crys¬ 
tals. By waving his wand at one, it will change 
into an item or enemy; 

APPLE: Defeat an enemy by tossing 
an apple at it. Mickey can throw 
sideways, but not up or down. 

CANDY: Whenever Middy's health is 
low, eat a piece of candy. The bilipop 
will comfdetely fill his health meter. 

MUSIC BOX: The music box's tune 
will stop enemies in their tracks. 

Play it when more than one enemy 
is in Mickey's way. 

KEY: Stand by a keyhole, then select 
the key to unlock a door or raise a 
bridge so Mickey can reach a new 
area. 

CUPCAKE: As far as items go, this is 
the frosting on tbc cake. Each 1-up 
cupcake will give you an extra 
Mickey. 





MAGIC mNdS 


% 





As the sorcerer's apprentice in Fantasia, 
Mickey learned a thing or two about magic 
wands. In this adventure, he'll learn a bw 
more tricks because he'll be using four differ¬ 
ent wands. Mickey will automatically begin 
the game with a ba«c wand, but after that, 
he'll have to earn each new wand by defeat¬ 
ing the monster at the end of each 10-tcvel 
world. 

MAGIC WAND: In Levels 1-10, Mickey will 
have the basic wand that chaises crystals 
into helpful items or hurtful monsters. 

FREEZE WAND: After finishing Level 10, 
Mickey will be able to cross pools and water- 
blls by freezing them with this cool wand. 

ICE CUBE WAND: To climb to high areas, use 
the Ice Cube Wand to create a frozen step- 
pii^ stone. Mickey will earn this wand after 
finishing Level 20. 

SNOWBALL WAND: Once you've completed 
Level 30, your new wand will allow you to 
throw ice cubes like apples. 














Mickey Mouse's adventure will fake you through four the last Fittingly, every level thaf follows will be trickier 
worlds filled with ten levels apiece* Lurking in the tenth than the last, so prick up those mouse ears and pay atten- 
level of every world will be a monster* If Mickey can defeat tion* You'll need to prepare yourself for the troubles and 
it, he'll earn a new wand that will have more powers than traps that each world will introduce* 


lADDER LEAP"^' 

By leepiiq onto ladders, 
Mickey cen quichly reech 
e high eree. Better yet 
eeemies can’t jump onto 
leddere, so ladder-leepiiig 
will help Michey distance 
himself trom enemins* 


CANNONBAkL R 


The ceenon fires one bell et e 
time, end it won’t refire until its 
leueched bell hits somethiag. It 
you must leap into the line of 
fire, enter it right after the can¬ 
non hes fired* 


Two hits from your magic wand will defeat 
the Fire Keig, but you can't attack him until 
you've extinguished his four orbiting fireballs* A 
wave of your wand will put one of them out as 
well as transform the crystal into a lifo-saving 
piece of candy* 


y' PUSHING 

BLOCKS 

Michey cen 
rtove 

blochs across 
one space 
the castle 
floor. By slidisg 

e cube, Michey ces uscover hidden 
items or reach bloched ladders* 
The mouse ces also save apple 
ammo by pushing the frozes blochs 
into neerov esemies* 


■PNtHiNiCE 

Thin blocks of ice cover 
meny erees of Levels IV 
20 By centering Mickey 
on top of e Uoch of thin 
ice, you cen mohe your 
mouse crush the ice to 
reech an elevator, item, 
or lower floor. 


By freezing the entire surface of the 
pond, you'll make the fish surrender* 
The trout will occasionally peek its head 
above water to spit af you, but as long as 
you keep the center of the pond frozen, it 
won't be able to Miiface* 


NiNTENtto eawat 
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POLE VAULT ^ 


Enamiaa can laap 
tram poles only attar 
raaching ttie top, bin 
Michey can ascapa by 
leepiftg et any point ot 
his climb. 


ICE BLOCKADE 

Keep enamiaa att 
yoermoisaVtailby 
usmg your lea Cuba 
Wtand to cover lad- 
dors or barricade pos^ 
sagaways with a 
blachatica. 


/ 


M/CKEV MOUSE MAGIC WANDSI 




- tEVELS 21’30 -- 


ICY STAIRS 

Sacret warp ereas are 
atten high out at reach. Ta 
gat ta tham, creata an ica 
bloch, hop on tap at it, then 
craata anothar. By repeat¬ 
ing this procass, MiCKoy 
can create a tiight ot 
trozan stairs. 


Crab thu crystals, then stand on either 
side of the room and throw all four 
allies at die stomping snowman. If you're 
on an upper level when the yeti stomps, 
youll fall to the ground level. But, if 
you're on top of a pole, you won't fall. 



VELSSf’ 


BLOCK 

BUSTING 

With his new wand, 
Michey can shoot 
enemies even it ha 
doesn't have 
; apple a. However, 
atart yoarettock 
' early, hacause the 
wand tahas a 
while to charge up. 
You can also tire 
the wand at aty swirly- 
pottemed blochs to 
destroy them. 




TRAMPOLINES 

Trempalinaswill 
launch Michay 
atraight into tfia air 
until ha hits a ceiling. 
By moving tha mouaa 
to the lett or right 
while hah In mid* 
tiight, you'll ba abla 
ta get him to a plat¬ 
form or ladder. 


EVfL W/ZARV 

\ — 

Create an ice cube near one of the »de walls, 
then climb on top of the block to shoot the wiz¬ 
ard. Once you've blasted her, she'll return in a larg¬ 
er form. After you've hit her six times, she'll shoot a 
firebal whenever she conjures up her protective 
shield. Once she shoots, fire back because her shield 
will briefly disappear. 


•j ^ 'j 































































































MIDWAY'S DFFRDAD 
CHALLENGE BOUNCES 
AND JOUNCES ONTO 
THE N64 WITH AU 
DFITS ARCADE I 
ACTION INTACT- 
AND A LITTLE MORE. 


Offroad Challenge for th^64 features all the jarring action 
that has made the game a hit in the arcades and on the 

years, 

^ support It's set 
' G ^ shake, rattle and 
^ North 

- American homes this 

condition and four 
trucks revved up for action What we found was a faithfuf 
two'player arcade-based ~ _ 


fUCM^ 


series, like Cruis'n USA, gains a lot of rts speed by reducing 

the number of polygons on the screen, especially in the 

backgrounds and objects along the track Like Cruis'n, 

Challenge can look flat j -i"^ 

if you concentrate on 

the scenery. But when 

you're flying along at [ mjSSd. 

close to 200 mph on a [ 

dirt track, rounding ^ 

corners on two wheels 

airborne 


and going 
over every wrinkle in 
the road 


you don't I_ 

really have time to 

think about how thick that cactus was you just rammed 
through. For action and fun, Off Road Challenge brings 
the arcade thrill home. 


^ACC T'MC 


^ NINTENDO POWER 








































Offroad Challenge begins in the showroom when you choose 
one of four sleek, four-wheel-dnve vehicles to be your chariot 
of the bogs. The Toyota trophy truck is modeled after Ivan 
"Ironman" Stewart's championship pickup. The other trucks 
give you a variety of weights, speeds and handling attributes. In 
addition to the four trucks shown here, there are another four 
hidden vehicles in the game, which you'll access only after 
winning various season challenges (It has been rumored that 
one of them has seen military action.) After picking your truck, 



OFFROAD CHALLENGE 



you'll choose from Automatic and Manual transmissions Later, 
as you build up trophy dollars, and collect cash along the 
course, you'll be able to build up your truck even further 



TheCtassSMini- 
matalismoreofan 
alharound vehicle It 
doesn't excel in any 
given area, but it is e 
good choice for any 
type of terrain 


CLASS 8 MINI-METAL 


BAJA BUGGY 



The buggy is even 
jiphtar than the 
Toyota Trophy 
truck, but It's vary 
fast and h^indles 
well Going over the 
bumps, you'll otch 
loads of air 



CLASS 10 HEAVY-METAL 


This bruiser may 
not be as fast as 
the Toyota Trophy 
truck, but It hes 
goodharKlIing If 
you can pack a lot 
of nitrofor the race, 
you can really blaze 
with this monster 



TOYOTA TROPHY TRUCK 


This IS the truck 
that Ivan Stawart 
has driven to just 
about every off* 
road championship 

S u can name It's 
riy light, but It 
handles wall and 
has good speed. 



Real off-road racing has plenty of danger and excitement 
without the need to pick up items on the track, but in 
Offroad Challenge, a big part of the game is scoring items 
and cash. The cash can be won by placing first in a race, 
or It can be found in Cash Boxes, usually ,ln difficult" 
i P to-reach locations out of 

^ “ - 1 the fastest lane. You can 

I ^iil money to 

^ upgrade your vehicle 


between races. 
The Offroad shop 
Includes better 

engines, shocks, 
acceleration, and 
tires You can stock 
up on extra shots 
of nitro, as well. 


The money you earn can give you an advan 
tags in spaed or handling 


Cash Boxas ara usually placed in 
awkward locations, unlike this one 
>bu pey a penalty for picking it up. 
but it may be worth it in theend 
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Getting back to nature in a four-by-four with 300 horses 
under the hood and nitfo injection might not be considered 
roughing it, but the game trails you1l be taking in Offroad 

Challenge are as rough as a 
grizzly's beard. Speaking of 
bears, you'd better watch out 
for stray brums on the Pike's 
Peak track. Wildlife is just one 
of the hazards you'll have to 
avoid in the Challenge. You'll 
also have to keep a lookout 
for heavy equipment, road¬ 
side fruit stands, and perhaps even visitors from another 
world. Back down on earth, each track is a devilish mix of 


potholes, jumps, 
branching paths, 
twisting corners, 
plants, puddles, 
tunnels, mountains 
and even an ocean 
Most of each race 
takes place on unpaved surfaces consisting of sand, dirt, mud 
or snow, but the course can turn onto paved roads for short 
periods Races cover one long stretch of track and never lap 
around, so learning the course is more difficult than in most 
racing games Learning how to keep your tires on the ground 
will make all the difference. For now, let's take a ride on the 
wild side as we prerun the beta courses 


MOJAVE MADNESS 


BAJA BADNESS 






BEGINNER 

This desert course rattles bones and nerves The cactus 
along the side of the track won't slow you down very 

much, but if you smash into 
a wall inside one of the 
many tunnels, you might as 
well kiss the race goodbye. 
A highway construction 
project about midway 
through the course changes 
the pace for a while as you 
turn onto pavement and 
face on com i ng traffic, 
boxes of TNT and heavy 
machinery. The Mojave 
track may be designed for 
beginners, but it's still a lest 
for the best 


4 BEGINNER 

Baja California may 
be the most famous 
off-road racing site 
in the world, but this 
track passes through 
fields and onto the 
beach instead of 
heading out into the 
desert scrub. The 
challenges include 
dodging farm equipment and puddle-jumping along the 
ocean shore The final stretch of the race pounds along 
a wooden pier There are plenty of straight sections and 
lots of Items, making 
this an excellent 
beginner's race. 
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EL PASO PRICKLY PEAR 


OFFROAD CHALLENGE • 



OL' SOUTHERN HOSPITALITY 


($) INTERMEDIATE 


The Old West gives a new 
meaning to the phrase 
"eat my dust." These 
trucks kick up clouds of 
the stuff. On this course, 
youII also have to race 
ahead of a freight tram 
and dodge roadrunners 
who are trying to get to 
the othe^ side Wile E 
Coyote isn't anywhere to 
be seen. This mtermedi* 
ate track has more twists, 
and the items are a bit 
harder to find and collect, 
than the beginner track 



^ADVANCED 

The deep south track is nar* 
row and filled with treacher¬ 
ous pits Numerous jumps 
and branching paths make it 
a strategic race from start to 
finish. It plunges into the 
deep forest, passes through 
corn fields, and leaps over 
sloughs on rickety wooden 
ramps-not a course for 
timid dnvers If you stay out 

and out of the 
holes, you'll have a chance 
at the checkered flag, but 
this IS truly a course for 
experts 






Midway continues to bnng home the most popular games 
from the arcade to the N64 These games are never straight 
ports of code, but the design is supposed to make the N64 
game as close as possible to the arcade version Offroad 
Challenge manages to recreate the look and feel of the coin- 
up, and with the addition of the Rumble Pak, it may even go 
the arcade version one better. But the real excitement of 
Offroad Challenge comes from the game's sense of speed 


and the rollicking ride that 
will leave you hanging in 
the air, splashing through the 
water and challenging the 
roughest terrain in North 
America The race begins this June when Midway releases 
Challenge, and Nintendo Power will be there with a course- 
by-course analysis and winning strategies 
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Along the tracks, and often off the tracks, racers will find don't want to pick 


useful items that can be picked up and activated during 
the race Crash Helmets allow you to break through 

obstacles without losing 
speed, and Nitro canis¬ 
ters give you one speed 
boost that can power you 
into the lead. Nitro is 
probably the most impor¬ 
tant item to collect..Then 
there are the things you 


up, such as boxes 
of TNT. When you 
slam into one of 
these crates, it will 
blow up in a spec¬ 
tacular fireball in 
your face—not a 
good thing. Items 
always appear m the same place, though, so you can 
memorize the locations of the good and the bad 































Trial Mod«« 


Ranking 


hm«CCKO 

0« 

Hm • I '» > • * 

. . 

M.4— 09 

• < 


utt«n 


Rocky Vidal, WhlttieiTcA” * 

I Danid Burke, Yukon, OK ^ 1,$95 

J«sc Facemire, Falls Chur^, VA 1,07B 
^ R ya n^ H te gt r a ld j O a w wiide, 

Kan Zhu. Tempe, AZ 1,863 

Ben Anderson, Mechanicsburg, PA 1,854 

..Sy Hsu, JacIwmvaieJi, -a^f- • 

2,201 STAR FOX 64 I 

2,093 Tank in ibriha's 5«miht 

2,^6^ ^Jjuwg Tfis/ ^ J - 

2,061 pavid LaCoste, Chatcauguay, PQ 112 k 

2,000 Lukasz Gudewi<^, Woodside, NY 90 I 

1,952 Michael iohnsflit Weatherford, TX ft? i 

1arrir(U.;^;^h‘eilo7wA-‘“' % 

Nguyen, Portage, IN J 85 

Damon Ransbarger, Chico, » 65 

^lteilTTtf6Tnpsof!pf90l7SttlfP^^ ' ■ 8? 
1,^29 Jonathan Hamlier, Jonesboro, GA 84 [f 

^ I ^ Robert Hayes,^ong $each, CA 84t 
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■ MUE FINAL 

CHAPTER 
Pick aoy stage from 
IT Pege Six in Trief Mode, thee 

II empty it of every enemy, 

mefon, coin end heert. A happy 
eedieg will be is store for the 
high eermrs in Meche, Lift.. 

Ghost or Megme Castles. 


1080 DEGREES OF 
ACCELERATION 
Wieter is over, so let% see if 
you cen melt the enow by shreddieg the 
sfopee et the speed of light. 
Send ue e photo of your 
best times for eny course, end 
if you're one of the top 25 
racers in your slope, 
you'll ecore Power Steraps! . 


Cee you shrvive 199 fighte? Hew long cn 
youspar.withtheccw?Canpir~ ' 
take down ee opponent in e lighting | 

faeLpeypor-view-rip-off.'- I 
nerd time? PAwe your ■ 

destiny bysendieg K'e pic of your 
record achievoments iThe. ^ . 

^ lUiM scores ap^a'r on IjM 

screen duiiiig tho gome dema) H 


THC BCST OF K 


YOSHrSSTORY 


'^his month's Aren' puzzle, ohiliiing. 
pviyoutot ike^ixloserfookarsund 

i c!r4.'s . clos., look t ; hero of g'lnSn 
lore. Gi'zl into thos,; js and s..<. j 
if youcanid^mtify th'iownjr 
of those peepers. \ 

























A CLOSER LOOIf 

When you're gaming, you will occasionally want to peel your eyes 
away from the action to check your $core« inventory, or health 
meter. More often, however, you'll spy your game stats out of the 
corner of your eye, since they usually appear near the edge of the 
screen. Just how keen is your peripheral vision? Test it by seeing if 
you can identify which games these close-up screen shots belong to. 


<? 

O I 9 


Pi you HAve v/hat it TAifei?^ 

Seq Aus ^a llenge ideas 9r 

for this montVft Arena, if wc use your su^cstion or IT^ 
you're a top qualifier, you'll receive Super Power 
Stamps and ha^ yoiir name featujjed in NP (for a 
Lwvpieie listwcjUalffwpir'SuifTa*ww w.wi n ttmKi.\ wi^ f ■ 

hpv/ TO &6 PICT(Ja 6 PBAreCTi 

• mclude-your NM^OT'SiipOT Ni^iMhephoto of 
your high scorej • Dim the lights and then take a 
few photos witijout a flash. • If you'rfe taking a photo 
of a Came Boyjp lacc it on a flat surfa ce. • Write 
your name, a^re^ano; Men^BTfNtTmber on the ~ 

back of your photo. • ^e Arena challenges feati&ed 
injthis issue must be received no later than \ 


I ANSWERS TO VOLUME 107 
I RECON MIS^ON 
tll2 2 8 3.KlH4 18 5.Z6 1 ‘ 
I 7.218 CkopoS 210 9 

I SPEILBOUNO 

I I Kirbv 

1 2 Turok Battle of ttie Bionosaurs 
I 3 Alex Trebek 
¥4 Falco Lombardi 
e 5 Andioss 
1 6 PigmaOengei 

1 7 Teti IS Attack 

1 8 Boba Fett 

I Hide & Seek Ouake page 4B 


E*mail us wKh challenges and suggestions at 
jr eQa@nintendoxom J 
plTsend WfriiSsi [Si ' '» " ■ " 

Power Player's Areqa, P.O. BOX 97033 
I Redmond, WA 96073-9733 


Sqnivas Varanasi, Dix Hills, Njf 
Michael Cuerrei 


Miesissau 


Tsks e dotoir in Diddy Kong Racing 
and San Frencieco Rush to scoot ott 
lhasa locationo. if yoo can locate et 
laest one (two. or avan all three) of 
the ere os, send te a photo of yoor cor 
perked in the seme spot thot eppoers 
in the screen . 

shot We ll WHERe 

PMnnera for eech Xm 

locition from oil_ 

correct entrieo. he^ ^ \JK 


ACnVAT1^C 
kl RUtkH'S 
'REAPPEAR IX 
PUCE" AND 
'^IjNUVlITED 
TIMF* CODE WILL 
MAKE EXPLORING 
EASIBL FCttECK 
I^AStfiru INFO 
9 *voli:mf ior..i 

ifhKE'S.VNOrHER 
HINT: BOTH SF 
RUSH LOCA- 
nONS AkE IN 


iupnemt Kirby'si)r>i 
ic until,Of Campbells VIL 


In GoldenEye 007, can you jhool 

Twisted ChaOgvge 


V 












































OVERALL RATIMG I 


EVMtON( 


KlHGRlTFIJfijR 


rflLB PBRTURinG HER GRIPPEV JR. 


• Nintendo/96 Megabits 

• 1 to 4 players simultaneous 

• G me Pik snve tenture 

• Controller and RumLIe Pak compatible 

• MLI nnd ML'/PA licenses 


The hottest hitter in the majors is just as hot on 

Angel Studios hit this one out of the ballpark 
The animation and 3-D models in Griffey look exceptional 
Great care was taken to produce the little details that lend 
realism to the game, including motions such as underhand¬ 
ed infield throws and runners dusting off after sliding into 
second. Excellent camera Al and transitions from one view 
to the next keep you focused on the ball and the action 

f The batting and pitch¬ 
ing controls could set 
new standards for 
video baseball games 
The batting control 
allows you to aim 
your swing and react 
to pitches The pitch- 


the N64. 

ing control gives you 
the full range for each pitcher, plus enough movement to 
keep batters g uessing 

r >f nn a iT g[jii MLB Featuring Ken Griffey Jr has all the 
standard elements of a first-rate baseball sim, including 
trading and fanta sy league options 

it's fun and it looks great In fact, this 
may be the most realistic baseball experience you'll ever 
have outs ide of a ballpark 

Excellent announcer and some colorful com- 
ments from Jun ior. 

itniiuiijnTS Scott It took three years to get 
here, but it's worth every hour wc had to wait 
Dan The choice of hitting systems is great 
Paul The best baseball game ever, bar none 
Terry Outstanding play control. 


e^i 


fiAY £anTRaL=8.7 CHmE DESICn=8.0 SRTiSMCTmn=8.8 SaunD=8.2 
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OVERALL RATItVe 


Q PORSHKEn BR 


• Accla(m/64 Megabits 

• 1 to 4 players simultaneous 

• Controller end Rumble Pak compatible 

• 21 levels 


^KIoinT'Tfi 


P-8M 


E:onTRcrL=8.o umE desicr^tm simsFiicTion=8.a sounD=8.i 


Acclaim has a blast in space. 

Some of the most spectacular explosions and 
lighting effects in the video game world give Forsaken a 
sense of explosive action. The textures of the areas are suit¬ 
ably grubby for the theme and the areas themselves seem 
huge , endless and filled with menacing pools of shadow 
Ijrqpii Iguana U K included two controller 

variations that seem to accommodate most players. 
Reaction time for flying and shooting is very good and 
speeds are fast In spite of the breakneck pace, control is 
precise Since virtually all buttons are used, some function 
IS going to be aw kward to access 

SD The one-player game has plenty of areas 
and difficult missions to make it challenging The Al of 
enemies and the size of the mazes add to the depth of the 
game On the multiplayer side, the big mazes and cool 
weapons make it a blast 


intense action in the 
one~player mode, or 
as a multiplayer battle 
or tag game. Forsaken 
64 can stand with the 
best of them. 

The explo¬ 
sive sound effects are 
critical for giving 
players clues regard¬ 
ing enemy fire. The music would be appropriate 
ina70's cop show, but in space? 

Terry The best multiplayer 
game since ColdenEye Dan Surprisingly 
good play control and great atmosphere 


r 




IGGV'S RECKin' BRLLS 


Acclaiin/G4 Megabits 
1 to 4 pi lyers simulbneous 
100 luvcls 
hassworis 


EVEHYONE 




Acclaim reaches tor the lop with this unique N64 

Iguana doesn't disappoint when it comes to 
N64 graphics The character "balls" in Reckin' Balls have 
lots of attitude and the animation is excellent In four-play¬ 
er mode, the screen is chopped into quarters, so on levels 
with rotating tracks it can be difficult to see what's hap- 
pening The bigger the TV, the better 

A tutorial mode lielps teach players the 
special moves such as 
the jump and grapple 
Although moves can 
be awkward, there 
are simplified con¬ 
trols for performing 
som e of them 

IrtT^.Vt-n^The 

game combines plat- 




1^ 







racer. 

form action with a 
racing goal, two very popular genres The vaneTy of modes 
and the 1 00 level s gives the game replayability and value 

The vertical racing takes a little getting 
used to, particularly on some of the more complex tracks. 
Once you learn the basics. Reckin' Balls is both fun and 
challenging It might be a mistake to consider this game as 
a title for young players only, since there are handicaps 
that can add to the challenge 

You would expect an upbeat bouncy sound- 
track, and Iguana delivers the goods. 

Scott Unique, often fun, but just 
as often frustrating and repetitive Jason It's a 
Rube Goldeberg-follercoaster nde wanna-be 
Paul* It's difterent, but that may not be 
enough to justify its existence 
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’ BomBERmRn gb 

' * • NinlendD/2 Megabits 

• 1 Id 4 players simullaneous 
(Muiliplayer requires Game Link and 
four*pleyer adapter.) 

• 8 worlde 



FVfHVt)Nr 



V* ypwss 


■ 1 >HD St 


A big blast on a little screen. 

I»i'^iy;i'i«^The overhead view is the same as that used 
in previous versions of Bomberman, except for 
Bomberman 64 which is 3-D CB makes good use of the 
Super Came Boy, but the graphics are also exceptionally 
sharp o n Came Boy and Came Boy pocket. 

Blowing up baddies has never been 
easier The puzzle elements of the different areas 
require timing but no difficult controller motions Like 
previous Bomberman games, the complexity is in the 
mazes and puzzles. 

3 Each of the seven areas of the Story 
Mode contains two different ways to play, essentially 
doubling the size of the game. The four-player mode 
isn't practical unless you have the Came Boy four- 
player adapter and four Bomberman Came Paks Mow 
often does that happen? 


variety ot puzzles keeps th*«s game iresh throughout It's a 
return to the basic bombing action of the first Bomberman 
games, which makes it nostalgic, as well 
Biffniil The simple music may not inspire you, but it 
may be annoying enough to make you want to bomb 
everything in sight 

in iiHiiiiaii H Sonja 
Like a// Somfaennan 
games, the multiplay¬ 
er mode IS fun, 
but Mode A is 
too easy 
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Q CLRV FIGHTER SCULPTOR'S CUT 


• lnlerplay/128 Megnblls 

• 1 or 2 players simullaneous 

• No Rumble Pek compalibilily 

• 4 new characlers 

• Available only ai Siockbusler lor reniai 
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Will rental clay save the day? 

Clay Fighter Sculptor's Cut includes the am- 
mation and finishing touches th.it should have appeared 
in the original release of Clayfighter 63'A The animation 
IS one of the best parts of this wacky tournament fighter A 
new 3-D intro sequence sets up the game much better 
than the one in th e first N64 game did. 

■MTiia^illlllfifl The control feels pretty much the same 
as the first game, and the moves, combos and claytalities 
haven't changed much You have less 3-D rotational con¬ 
trol since the action now takes place on tracks. 
Breakthroughs occur naturally during play 

This game includes several of the char¬ 
acters that were missing from the original game, including 
Lockjaw, the Zappa Yow Yow Boyz and others. 

If you bought the original Clayfighter 
6J'A, you're going to wonder why you didn't get this 


game instead For 
those of you who rent 
Sculptor's Cut with¬ 
out prior Clayfighter 
experience, you'll 
have a good time 
Kptil1i|ii| The sound 
IS terrific, as it was in 
the original The fight 
ers are constantly say¬ 
ing rude things to each other The intro mdudes a 
full song with lyrics 

iiTH Srntt It's too bad we can't 
buy this game It's much better than last 
fall's version lerry Oufsfand/ng graphics, 
but those cute comments get old quickly 
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Although fairly simple, the graphics and 
animation in this nction puzzle game are clear and 
well done Items, obstacles and enemies are obvious, 
which makes the learning curve very gentle. Super 
Came Boy enhancements are limited to a simple bor¬ 
der and clean color palette 

lX7ill|l’ti>l Mickey is limited to walking, jumping 
and using the items | » i * * 

he picks up, bvit the 
controls are respon- ^^****®^ 
sive and fairly intu- I 

itive. Some items can 
be used only in par- I 

ticular locations, but ’ * T |&^-1 

those sites are easily - 4 

found. Young hands 


or old should have no I 

problem putting Mickey l ‘rough ms paces 
|lf Stage by stage, the puzzles grow more 

creative, and new items, enemies and problems are pre¬ 
sented for the player The goals and the means of reaching 
the goals is very clear 

For a relatively easy puzzle experience, 
Mickey Mouse Magic Wands' does a good job. Younger 
Mickey fans will probably get the most out of this title 
|^T|11|T9 The music is catchy but way too short Since 
you won't get vital clues from the sound effects, ^1^ 
you 11 probably turn the sound down. . 

HiBiTHnin Sl Scott- rd say this game ts 
made for young players Nice and easy M'- 
Sonja- Mickey's presence isn't enough , 

Paul t/nong/na/, but good qua/yfy f K • 


miCKEv mousE mncic lunnos! 


CVrRVON! 


Hintendo/I Megabit 
1 player 
Passwords 

Super Game Boy enhancements 


commEnis 
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EURLURTORS 

Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power, They 
all have their fevorite categories, but 
they play and evaluate every game 
we receive. Follow your favorite pro 
in each issue's Now l^aying. 


AQIMlimO-floMing, RNs, itdvenlum 


Mventurn. Spvrti 


EMCH'S^btU, RPCs^ gduMium 


^CMfVY-nglKfrtt. flctlM. Sports 


JASaiU-Mvan^ris^ action, Fuczles 




MAATY-SpBrts„ rtctlon Sduintiirrs 


PAUL-RghtlRfl, SparU, SCmutsttans 


SCOTT iSPHports. &iiniiiUOM, MwiUim 


MmaA-Pu 2 jiie», RPCs rightine 


TEflRY^RPCs Simulations^ Puazlei 


h 


[RRTinGS 


E xh Power Meter c ;tegory is wei^ted to reflect its 
ov ^rall importanc^r, f^l thit Satisfaction and Game 
Design ve die most import'int areas, dosely followed 
by Play Control and Graplics. Sound tendi to be Fess 

importmtfo,m<.1s»"«- bAMB DEsfeSi BS» I 








GllAI>HIC5: 80% 


^ATISFACTIOIM: 




RGE RRTinGS 

These are the official ratings from 
the Entertainment Software 
Ratings Board that reflect appro¬ 
priate ages for players. To contact 
the ESRB, call 1-800-771-3772, 


All Ag 
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NT KATK 


i\yA prior to the commence- 
ment of tho rotingo 
eyetein ere deeigneted l\IR. 


Early 

Childhood 

Teen 

I13«] 

Mature 

117.1 

Adult 
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MORTAL ROMBATIV 


The biggest show everl 


jr£TURHs 

MORE N61V 


ur breaking story this month 
proves that the Force is with the 
Nb4 LucasArts is working on a new 3-D 
adventure based on the Rogue Squadron 
Star Wars stories starring Wedge Antilles 
Rogue Squadron has been a tightly kept 
secret at LucasArts 
over the past year, 
but Nintendo 
Power has been 
given the green 
light to talk about 
this upcoming title 
at last Unlike 
Shadows of the 
Empire, Rogue 
Squadron is a 
sci-fi, flight-sim 

ulation shooter along the lines of the hit PC 
game, X-Wing LucasArts has gone even 
further this time, giving players a variety of 
Star Wars spacecraft to fly in combat, such 
as the X-Wing fighter of the Rebellion or the 
Imperial TIE Fighter And the combat takes 


XsTMHttadrmi 

Is a sel-fl, 
fUcht-ala ulatlaa 
shoatar almif tha 
Haas tha hit 
re gaaw, Z- Vlag. 


place both on and off planet, so the variety 
of graphics and the strategies players must 
employ are changing constantly For 
instance, one level will be played over 
snowy terrain like that on Hoth In this area, 
you'll pilot a snowspeoder like the first 

stage of Shadows 
of the Empire 
Other levels will 
send you on mis¬ 
sions in deep 
space For the first 
time on a 
Nintendo system, 
LucasArts will 
publish the game 
themselves rather 
than licensing it 
to another publisher. That shows confi¬ 
dence in the quality of the game and the 
potential sales of top N64 titles. LucasArts 
plans to unveil Rogue Squadron at this 
year's F3 and release the game before the 
end of the year 
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B«7ond the 
Csnpalgner 

The Story of TueoII' 2 begins with 
the end^ Turok. Dinosaur 
Huntert'when the hero throws 
the Chronosceptor into the vol¬ 
cano This act awakens an even 
more .malevolent enemy, a 
fiend framed The 
The action takes off when 
reaches the port city of Adia, 
which has been . plundered 


T he biggest news out of Austin, Texas 
these days isn't about the beautiful 
graphics in All-Star Baseball '99 or the 
unique game play of Iggy's Reckin' Balls 
The biggest news is reserved for the 
biggest title from Acclaim and Iguana 
Entertainment, and that is Turok 2. Set to 
launch this August, or perhaps a little later 
if development requires the time, Turok 2 
will see depth added in every technical 
and game playing area from its classy pre¬ 
decessor It may sound like a tall order, but 
It's being done as you read this article But 
back to the big news. Turok 2 will feature 
multiplayer action matches in addition to 
the onc-player adventure game 


Fires are still burning after the passage of 
the Dinasoid troops through Romanesque 


Play Frog Tag 


As a big fan of ColdenEye 007, David 
Dientspier, who leads the Turok 2 project, 
told Pak Watch early in development that 
he wanted to include a unique multiplay¬ 
er angle to the game He's done that.wi^i 
an innovative mode called Frag Tag* In 
Frag Tag, one player is designated a/"It." 
He or she has no weapon, wears a target, 
and squeals with fear while running for 
cover The "It" player must rej^ch a 
designated safe goal while the "non-fe" try 
to hunt "It" down If "It" makes it to the 
goal, a new "It" is chosen and hunted 
The multi-player characters include^Turok 
himself, a Pur-linn, and a raptor alorig with 
four other characters 


recently by the Dinasoid troops of tlie 
Pnmagen As Turok passes through 
each of eight, huge new worlds, he 
finds evidence of the Pnmagen's awful 
wrath Blood smeared on walls, dam¬ 
age everywhere, fires burning in the 
streets and lots of enemies waiting for 
Turok Each of these eight worlds has a 
distinct look that is characteristic of 
the race that lives there. 


Hore coolness 


Within these worlds, Turok will meet 
45 types of enemies, including boss 
characters and families of other crea¬ 
tures such as the heavy Pur-linn and 
the creepy flesheaters Careful atten¬ 
tion has been given to the Al of ene¬ 
mies, with each enemy exhibiting 
unique behaviors and attacks Turok 
will collect an Incredible assortment of 
weapons, as well, just as in the first 


game Iguana 
about 
just 
^e 


all 

in predicting 
ma\ol event on 


revealing details 
or weapons 
want to 
/e can tell 
preliminary 
the'weapons 
C(msidering 
wei feel safe 
2 wvit be a 


Th« f Idshaatars ara coning 
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idway's N64 version 
of Mortal Kombat IV 
ushers m the 3-D generation of 
MK in graphics and game play 
From the developers at 
Eurocom, MK IV arrived at Pak 
Watch humming along at an 
impressive 60 frames per sec¬ 
ond, and It's only about 50% to 
60% done The 3-D element is 
best used to give extra drama to the fight, 
but players will be able to sidestep and 


dodge using a 
rotation control, 
adding extra 
strategy to each 
bout The polyg¬ 
onal characters 
can be used in 
another way-to 
tell each charac¬ 
ter's game end 
story when you win the tournament. 
Eurocom created excellent cinematic ani¬ 
mations and included full voice dialogue to 
go along with them With seven old 
characters and eight new characters, plus 
several hidden characters who don't 
appear in the arcade game, MK IV for the 
N64 has a lot of stones to tell For MK fans, 
this may be the biggest payoff of all That 
payoff should be here by the end of June or 
early July. 



F-1 BY ANY OTHER NAME 


orld Grand Prix from Video 
Systems may be just a tempo¬ 
rary name for this two-player racer, since 
an F-1 license seems to be imminent The 
cars look like F-1 racers, sound like F-1 
racers, race on F-1 tracks and use F-1 dri¬ 
vers Paradigm Entertainment, the same 
developer that programmed Pilotwings 64 
and Aerofighters Assault has created a very 
realistic racer that recreates the look of 
open-wheeled racing with play control that 
seems more aicade-like. The biggest plus 
for race fans has got to be the two-player 
mode, though The numbers look some¬ 
thing like this 27 drivers and cars, 22 CPU 
opponents, 17 tracks, 11 teams All this 

NINTENDO POWER 


speed IS packed into 96 megabits with an 
EEPROM for saving the game on the Came 
Pak. Grand Prix also features the '97 racing 
schedule, ghost drivers. Rumble Pak sup¬ 
port, and a replay mode Video Systems 
plans to wave the green flag in July 









































occer's final bash of the 
century is set to get started 
in France this summer^ and EA 
Sports IS ready to cash in on the 
hoopla with the best title so far in 

Its growing 
family of N64 
soccer games 
World Cup 
'98 improves 
on every cate¬ 
gory over the 
previous game, FIFA 
Road to the World 
Cup '98, which Itself 


was a vast improvement over the first FIFA 
64 game The animation is spectacular, 
and control has been tightened up Our 
resident soccer hooligans all gave two 
thumbs up to this latest effort from the 
development team at EA Canada 
Matches are played in the ten actual sta¬ 
diums that will be used during the World 
Cup Modes include Friendly Matches, 
the World Cup Tournament, a Penalty 
Shootout, and Cup Classics You can also 
use the Training Mode to get yourself up 




to speed The game is finished now, so 
you can expect it in the stores this month 



Ggx, the versatile, reptilian star of Gex II: 
Enter the Gecko, from Midway and Crystal 
Dynamics, romps through 30 stages that 
parody popular TV and movie themes* Our 
test drive version of Gex was about 50% 
complete and still had a lot of bugs, but the 
basics looked promising* Gex's mission is 
to save television programming from a dia¬ 
bolical program thief named Rez* To do so 
will require Gex to enter shows with 
themes that range from Indiana jones to 
James Bond* In each area, the gecko must 
find an assortment of objects, including 
remote control units that open up bonus 
areas* Puzzles, enemies and traps must be 
overcome in fairly large 3-D worlds* The 
game play, not to mention the camera con* 
trols, take a page from the Mario 64 hand¬ 
book of game design, and the graphics are 
as varied as the different TV shows they 
mock* But is it a mockery of a game? We 
think not* Gex has all the elements to 
become a hit* You should start looking for 
Gex in July* 



Gex scampers through 3*D 
worlds fillad widi obstacles 
trying to collactitems* 


Tha music end satling may 
Siam like Indiana Janes, but 
Gex is rather partial to reptilas. 


VOLUME m @ 








Look Into our crystal ball as wo predict the hits at 13^ 



nee again it's the time of the year 
for the gaming world to turn its 
attention to the Electronic 
Entertainment Expo, or E3, to see what will 
be hot in the upcoming months This 
year's show will be held once again in 
Atlanta, and it is shaping up to be a land¬ 
mark event for Nintendo and its third-party 
publishers Topping the banner of headline 
N64 games will be Banjo-Kazooie and 
Zelda 64 from Nintendo, but these aren't 
the only news makers slated to appear at 
E3 Dozens of games will be shown, rang¬ 
ing from incredibly realistic sports titles 
such as World Cup '98 to sequels of major 
hits like Mortal Kombat IV Many games 
will be available in playable or finished 



versions for the first time Our Pak Watch 
crystal ball reveals many games, but there 
are always surprises that pop up at the last 
second, and it isn't always games that 
appear The new Color Came Boy should 
make a major splash when it debuts in 
Atlanta, and there is likely to be more 
news about the first Color Came Boy 


Tvclvc Talcs: 
Conker 



Rare's next classic features interactive envi* 
ronments, animated emotions on the charac¬ 
ters, and the most dynamic graphics ever Rare 
just keeps getting better 


games, as well For now, gaze into our 
crystal ball as we reveal the future 

F-2ero X 




This sequel to the Super NES racer, F-Zero, will 
be the fastest game ever Scheduled for an 
August release, F-Zero X will feature more 
tracks and vehicles than ary other N64 racer 



Shigeru Miyamoto's epic is 
the most anticipated game 
for the N64. Link's new 
adventure includes live 
action battles and a horse 
that you can ride* We 
expect it to be released in 
North America this fall. 
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Turok 2 



We predict that Acclaim's Turok 2 will rule 
the first'person action jungle 


Pokenon 



The Japanese Game Boy phenomenon is on 
Its way to our shores, offering players the 
chance to t'^ade monster characters and 
fight other Pok^mon masters via Game Link 



Pokdmon Stadium should make an appearance 
at E3 in Game Pak form rather than on 64 DO 



Featunng Larry Walker of the Rockies, 
Acclaim^ MLB entry looks and plays like an 
MVP The game covers the bases with super- 
realistic graphics and just about every option 
imaginable 


Blofroaks 



This Midway fighter was developed in record time 
by Saffire, another dynamic Utah-based N64 
developer The future depicted in Biof reaks 
might be unsightly, but the graphics and game 
play are stunning 


Hlsslon: 

Inposslbla 



It took a while to get it right, but Infogrames 
Entertainment has done it at last Mission 
Impossible will be finished by the show 
Undercover fans wdl find a goal-oriented game 
experience to complement GoldenEye 007 



Cruls’n World 



The latest Cruis'n game goes beyond the arcade 
version to deliver greater replay value with lap 
courses and special controller moves 

Cpseo Circus 



Colorful, cartoony graphics mark Infoqrames' 
Space Circus as another adventure in ^The French 
School" of game desiga 


Cupornsn 



Titus has built the 
man of steel out of 
electronic poly¬ 
gons, and he can fly 
like a plane, too The 
ambitious develop¬ 
ment schedule has a 
release date set for 
end of the summer 


Tonic Trouble 



Ubi Soft^ adventure introduces a creative new 
style of graphics that we call The French School," 
but graphics aren't the only thing working for this 
game The design includes action, puzzle-solving 
and story elements in theMano tradition 



Ubi Soft has four or five games m development for 
the N64, including Buck Bumble, which is being 
created by Arqonaut-thesame people who 
programmed Star Fox 


Quost 



The first epic 
adventure for 
the N64 should 
be complete by 
show time We 
have high hopes 
for this magical 
journey, and so 
does publisher, 
THQ 
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What** breaking In th* world of 


Color Gaiio Boy is 
on tho Way 

After years of speculation and rumor by 
video game fans around the world, 
Nintendo of America confirmed that a new 
Game Boy featuring color graphics would 



Baygnoals erossas 
0T«r to th« N€V 

Pak Watch's third major breaking story of 
the month is as big in its own way as the 
LucasArts and Color Came Boy stories 
Psygnosis, one of the leading publishers of 
video games for the Playstation, has 
announced a development agreement with 
Nintendo to create N64 titles What makes 
this news all the more amazing is that Sony 
owns a substantial share of the UK-based 
Psygnosis The company plans to create 
exclusive N64 titles and updated, N64 ver¬ 
sions of some hit PSX games. At least four 
unnamed titles are currently in develop¬ 
ment. They will be unveiled at E3 later this 
month, and Nintendo Power will cover 
them in the June issue. Until then, consider 
that Psygnosis has hundreds of program¬ 
mers, artists, designei^ and other develop¬ 
ment professionals known for creative, 
quality games, and now they will have the 
power of the N64 to unleash their talents. 



be Its simplicity, or perhaps the sense of 
action players feel as they aim the shooting 
arrow and fire their marbles. Or maybe it's 
the satisfaction of seeing an entire board full 
of marbles fall after a sweetly aimed shot 
Whatever the reason for its popularity, Bust- 
A-Move 2 recreates the exact experience on 
the N64 Don't ©<pect mind-blowing graph¬ 
ics like those in Banjo-Kazooie or Turok 2. 
But if you love Bust-A-Move, this game will 
look good to you 

lfor« on NSV 


be ready for release in 199B. Color Game 
Boy will display sharp and vivid color 
graphics on a new type of color reflective 
screen for play indoors or outdoors. The 
new technology will allow the simultane¬ 
ous display of 56 bright colors out of a 
palette of 32,000. It will be approximately 
the same size as Came Boy pocket and 
have about ten hours of game play time on 
a set of batteries The sketch above is an 
early rendering from NCL and doesn't 
reflect the final design 

The best news is that Color Came Boy 
will support all existing Game Boy titles, 
which will be playable in palettes of 10 
colors. Future Game Boy titles will be pro¬ 
grammed with the full color capability of 
the new Color Came Boy The new Color 
Came Boy will also link with the N64, 
making transfer of game data from the 
Game Boy to the N64 a snap. The next 
generation of Game Boy could well lead 
the portable gaming world for another 
ten years 


Bt tu. ietlTlslon. 
€ttxA 

Psygnosis isn't the only major PSX publish¬ 
er to shift gears and announce that it has 
begun development of N64 games 
Activision, a long-time publisher of NES 
and Super NES games, has also seen the 
light. Pitfall The Mayan Adventure was the 
last Activision title for a Nintendo system 
Nightmare Creatures will be the next game, 
due out by the end of the year 
Development of the game is underway at 
Angel Studios, the makers of MLB Featuring 
Ken Griffey Jr. Welcome back. 

Butt-A-iroT« on N6V 

Not all arcade hit games take the form of 
tournament fighters, fantasy sports titles, or 
racing games. Taito's Bust-A-Move has seen 
remarkable success in the arcades even 
though It's just a humble puzzle game 
Acclaim hopes to match that success in the 
home market with an N64 version of Bust- 
A-Move 2. The appeal of Bust-A-Move may 



This month's announcements of new titles 
begins with GT Club, a racer from 
Imagineer and Ocean and a sort of sequel 
to MRC. Midway has added yet another 
future game. Micro Machines V3. Even 
more exciting to veteran gamers is the 
announcement of Gauntlet 3D from 


Midway, which is in development at Atari 
Games. At Virgin Interactive, Freak Boy 
may have sunk without a trace, but Golden 
Nugget 64, a 64-bit gambling game, is 
moving full steam ahead 

Last, but certainly not least, Nintendo of 
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COMING SOON 


WFt Varsone 




America is bringing True Golf Classics 
Waialae Country Club to the N64 T&E Soft 
released the game in Japan as The Masters, but 
because of licensing restrictions, the tourna¬ 
ment in Augusta can't be used in the United 
States Waialae Country Club is known as one 
of the best courses in the world, and it's cer¬ 
tainly one of the most beautiful 

Vh«r« 8r« thoy now? 

It seems that there are always games that never 
end up on the store shelf in spite of consider¬ 
able developmental effort In case you've 
been wondering, here's an update Buggie 
Boogie, starring transforming vehicles, was in 
development at Angel Studios until recently, 
but Nintendo finally pulled the plug The 
problem was not the cool buggies, but what 
players would do with them No one knew if 
It was supposed to be a racer or an action 
game At Virgin Interactive, the long awaited 
Freak Boy was shelved, thankfully, after 
at least three attempts failed to bring the pro¬ 
ject together 

Dual Heroes, Hudson Soft's tournament 
fighter, also had trouble putting it all together, 
but the latest word from Hudson is that they're 
still trying Ultra Descent from Interplay has 
never gone beyond the proposal stage As for 
Interplay's Earthworm Jim 3D, it's still alive 
and squirming although it has gone through a 
major redesign effort at Vis Interactive. 
Perhaps the grand daddy of all delayed pro¬ 
jects IS Robotech from Gametek First 
announced when the N64 was still known as 
the Ultra 64, Robotech has faced monumental 
obstacles, including an understaffed develop¬ 
ment team and Gametek's Chapter 11 bank¬ 
ruptcy proceedings Even so, Gametek gamely 
pushes on, insisting that Robotech is on its 
way You've got to love optimism like that 
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ALL-STAR RASEMLL '99 

RANJO-XAZOOIE 

RIOFREAXS 

TWELVE TALES: CLMKER 64 
OEAOLYARTS 
ORACULA 30 
EARTHWORM JIM 30 
F-ZE80 X 
WORLD CUP'9R 
FLYING 0RA60NS 
6EXII: ENTER TNE GECKO 
NYRRIONEAVEN 
ISS '9R 
KNIFE EOGE 

MIKE PIAZZA'S STRIXEZONE 
MISSION: IMPOSSIRLE 
MORTAL KOMRATIV 
NBA LIVE '99 
OFFROAOCHALLENGE 
QUEST 64 
SNAOOWMAN 
SILICON VALLEY 
SPACE CIRCUS 
SUMO 64 
SUPERMAN 
TONIC TROUBLE 
TUROB 2 

TWISTEO EOGE SNOWBOARDING 
ULTRA LOOE RUNNER 
UNREAL 

WORLOGRANOPRIX 
WWF: WARZONE 
ZELOA 64 


SUMMER '9R 
SUMMER '9R 
SUMMER '9R 
FALL '9R 
SUMMER '9R 
WINTER'99 
FALL '9R 
SUMMER '98 
SUMMER '9R 
SUMMER '9R 
SUMMER '9R 
FAU '9R 
SUMMER '9R 
FALL '9R 
SUMMER'9R 
SUMMER '9R 
SUMMER '9R 
FALL '9R 
SUMMER '98 
SUMMER '9R 
FALL '9R 
FALL '9R 
FALL '9R 
FALL'9R 
SUMMER '9R 
SUMMER '9R 
FALL'9R 
FALL '9R 
FALL '9R 
SUMMER '9R 
SUMMER '9R 
SUMMER '9R 
FALL '9R 







r T 


±1. 


Robotech still inorbit 


ScptwnbMT 




X 


m 


099 


NotsbUmt 


ROMRERMAN POCKET 
COLOR GAME ROY 
GAME tWATCN GALLERY II 
GAME ROY CAMERA 
GAME ROY PRINTER 
NARVEST MOON 
ISS'98 

QUEST FOR UMELOT 


FAU'9R 
FALL '9R 
FALL '9R 
SUMMER '9R 
SUMMER '9R 
SPRING '9R 
SUMMER '9R 
SUMMED '98 


VOLUME 108 

















Is It 1999 


throws 0 % the first pitdi w 
Acclaim's ultrft-/^aUstic hdse- 


f rom MLB featuring Ken,Griffey 
r? DoB't rtiisst)ur box'SCt^son 
^ awosomc^ntend^. ^ 


* special previow^f^l 
arrives in hoAie 
before it gets handed 
out on the show 
floor in Atlanta. 
You'll see the hottest 
games and learn the 
latest news before 
« the rest of the video 
I game world has a 
: clue. P.S. Just don't 
r give it away.. 


1th* Wwild^Cup in France has 
^ght iliiriliaaMafion of the 
/porting Worldr vtU il 
to bring the expedience home^ 
you'll need the latest and'f*'ea^ 
est soccer srm from 
Sports-World Cup '98-aiid 
some expert coaching from 
Nntendo Power 




N84 

; ArnfalllV 

I Aui swi«i Un4at44* 

i Hbwuw^ 

'' <>k nw4(Mi Twiri 
<. U. Ivhw- 
P I A<. n Lm 
« Oii\ Kill 

r Md, 

II 

OwL NiiUin)0 
I 

* Fir^iWMTH 
RFAKMr 
^HIAS(U» M 

r 

(vKrMMlm 

I* . ,r 

>>lr«l * 

ZL bi V wa firi sii^Ww r< • m 

ututTlUKlUjU 

25 kW Hftinl III NIACr«'«Mf 

> Mm Uh DiM^Aco 

: KMfMlM 

^ Mike PMa.** Mar- 

> MUcHtMabra 

yi ML»riiMwiiaK:nir.nffTvji 
M MmJ KovbH 
« Mwu9 kombll 
M MHj b<>ApC3bU)'|nmi)Mf 
^ M«wriNir|iS»n¥<KCjA«i 

> AiijUtiiiVniUrrOlvmito V 

T yuHMnn* 

V VTA I. Hu 2ow *11 
X \FlQui«nl*KiOut>«< 

«1 VHLt.«Uw»r« 

A| CHypnii llnin 

4:nMWM 

44 IUfW«* HtoU T«xji 

ASIW^M 

4% r'?p< R •-* ' Of«r« tf 

41 

4* wvW'.IVikio^vnfUtrCn'rr* 
*u9ui^UifioM 
«l iji) s 

SJ W 

M TiMk Di(m'rlli> 
MiikilCteM 
« 'VjiCr^ 

* PtirxM 


-1 


NVKKhuWfl^ 

•Cm M\ 




rpCr**!! •vr>r*»,Mn 


NINTENDO POWER 


^ Kl'l \% vrtev W»U*IWi 

• YMriK 
I vi>iif<rwiw. 
n. V^.Stm 

Su^dfNU 

fj AuMJ- VcJ *‘Mm 

FAThtrA^ifiK*** 'HbMifcllHM 
I* Am»F 5«fviwH 
47 AiwuMki 
■«Aiutf(‘.Cr«M|U 
rA AfuWSGnMf>*^ 
n* AffcifvatL D.K I Apia 
7\ ImiMmwII 

71 Im MMn CWk fiv Edit* A 

73 lBiMi'>1iad>Hviiwilhlt*nliriirtii 

74 hCnufi^ivret 

^ kiw**" 

7r 

*"* BavMck.VMd Ijunu^rm ntCMffriiM 
niV4MAMo.T ' 

CHhAifdi PrjruU V 

(■*1 CKrahi r>U^ 

U Cl iiisKa 
■ACldc 
'OUrTn.FX 
Af IVivy'.AUrfdfi 
OraAf) kcAROwm 
» (Xnk^ KpAs C.> nin 7 
*7 Qirikv RmC.'untn ) 

«[>«)•• 

^ EifihnMin. 

1A EtfS(wnnJ"ii 
*1 Lvih'nvnJitZ 
C RfASwr.t V 

^3 rvul Pmvv II 

44 lin,IFmMvll 
hfull^3 

Fr.^rk Iftnvu fb Hwi ImW 
^ IbfvMStm 
4A rK(4wic4Cnij 
M futwkSmVr 
iruj>nMAarK2 
lu| bnOlfiWli IVM«k Mil 
KR Ku Oitky Ir'tWTia* Rm 
lOLKlIwlMMl 
lAlKjifr'i.jMSto* 

IM Ku^ t CWmiiWnr 
ti<iK.fWtC](himbind in 
MB’ n*(MP'vl'd’&kb ALuk.i|fe*|«( 
l» UUKvTuMTkl 

IW V.iija 

no T)t«li«\lbrr*l| 
ni iiKbii 

HZ M«Uefi \Tt % 
ll\^telr^wll 
IN TVMuk 

II5 Hm HHM Ml CnU ftadov 
lli> 'IcpMmK 
117 MwjMjnti 
UK VteJMiAX.1 


IN hbuUir* 

MU Miiwdy 
12I Miiilfa mMH 
12L>ptaidk«nU) 
ia.Ii4PaMjA 
IMASACiu *r ( «. 

iSAMAjm 

m MAUtoTurmOM N M< 

I9ft NPALiv«« 

\9* NB.Q>uHw»*l> F14TI 
nuNH.^ 

Ul OtiLmiIp 

iupiAiH I 

ni RAjJRMh * 

S \vrH(4(|iyiMfr 
Sennpf Mim 
msiOr 
iv <411)0^ rt 
l»%WTfr>«S« 

|M Smnii 
msiirhn 

Ul SiorTirii 5urn>*M 4 iMm* 
IC^rwPUHrrAbM: 

m<k»nn«lurll 

IMSMi'itellTuii' 

I4» MwtiiRjcrKA 
M bluer IrnMnn Z 
147 SktarMjnuAO^ 
MR%iMMuti>);»n 
UV$.mPi4ui.XrC 
lAi^ivMuiuViMi: Vitfu'.ium 
•l\ StMUcn.4 
IKSuHtAni^'V 

Im Swrvr&irMHithiaU 

1 v<i Timrm Suw f^i ut fnu\ flw- 

IVTvnAClrMm 
157 lMri«Alwi 

1^ 'rtoafibPiimua.IiiB^Onc^ 

194 T.P Lull jnv 
ll>i7l)v4(W 
U- UUmitf hli«ul 
Ull'iWaui^ 

|tZUftWnKlHk« 

IHWWTRiw 

I4S.WWFWI duuMi IKAfodvC^Mr 
M X-AWk Uni*niAauciilvrM 
Ih7 7>ip 

G*mi !•! 

laA A li Tihin Ulurd 
\¥> AWto 
lALAbtCM 
T7LAfMilU« 

I7Z Adrmtti'Maab CimnufU 
173 biteAmTcXiinilni 
174 hileZnn^/SyjRRrnlvil 
ITS. Hick tm Uicr rUilfie 
I7h hMK«».«)Cti 
177 !!*■< >«lct 

ITK T>i( K. • Stan Ouy CmUZ 

m >M-aW«2 


1*1 • . • 

UZVjxK'' ■ LTbkilU 

me. . 

Ih Cvf::)«iie/MUliVH> 

•■..CiaMn IVAJbnn r. 
m [MMdir/UM 
lP< t^MTlSVWtf 
UX Qkiwi' • Ilmdii. 

I'M CXnkn kKrcUid 

m CXnM7 X«v Lud 2 EWilv • ly*. • 

1^2 CMm Juki Land 1 

m OnAWr Km M 

IHUrWdno 

m ljnh*erm]v 

1 % 'Pv KJpm 

|V7 FIPAR«dlr<^rtKur 

144 fAd r-n» 'V AvWm 

194 nMlN.UA UWAil 

aU hnliivLArnd |l 

mi nMlFjntJ«*CriKidUI 

2f,4-ui-l PWiF% 

PrwkTlMiMnKHu*”* -1 
at C^iim/t<4Ut,m 
»CAw4WM»GdkA 
XK IHorvrw Menn 
>>7||«^h^ 

n. HufUih>i\>F r^dw OifAi 

in InnMirXOMimwInllAivvPitM: 

SI'fiKW'nnndOl* 

2|l K'*f4nlfna'miin&Jibn 

2llM<SMr 

213 W'4VKvfc2 

•RA Kmaikiy^lWi^MI r 

a^-Kdianiw 

ni KMwilHciM 

:r K'jt-/:D-3saUifHl 

'll ktfH'oDiwnUfid? 

2J4 KjiIa-i IVhi*' UM 

23 KrtrtSkrS^Hn 

SI Lj .fanTtinl Atwi w a C Itfilaw 

ZZIUpud llhrKwrKwCI 

2ZX'Hv lyftTd ol 2Ah. Li« V AMicTM 

23l’nwli£kM; 

225.lm«TuAn 

22A n« Ln) V*M JunMcPirk 

227 MMJer Xi 

221 UvhVVUdiv. 

9 M(rb«nnn). 

23u Miul M.IUd tiCMASh > 

2S| VniaMff 

mMnpMuV' 

2X). Mfhnid i trtuT id banii 
2 U MIrkn Hni«ar)ib*Wiiid 
Z*5 

2Jb Mind Xanbii/ VVM’i ''-^^i ’| 
t* MtfWkoiWU 

!*■ McndXi«i>«3 
ZH U* nc>Miy 

2V M5>lUalNraSUni>wC««wi 

241 NPAJjm 

241 NBA lam lWnBW*uUii.r. 


*• 

i I .4* 



^ RiKi; Km.! 

'•I Ar« > r I Pl3b 

'<> dvk 

i'll ^ I >4 GfMilr* 

?H SHurrehvll 
5 biiMKUJl.Und 

r SufirrMjnAUsd' t *. . 

9. pi Rrtinn M Uv )i« 
wdMmvA 
^ SwmJ nl Hifrl 
W TwwMlrM 
V.5 rrL>* 

U2 frtr. AiUri 

>VTm»nUi 

2U.T.«wl>» 

JKiM2 

>«> fi** Sm' 

Y. rurikhiib«dlK;V' k. .. 
MtitaKteib 

m VMni Mm 

I -Ji: 

T" WST* ' 

"4 /j»*p 

UpcMiini lltlttMi A OChtrnek. 

.1 I Uh In IV<hl 
r*! > '< I r I liirt 
V* *11 (vim I lyJ 
K I < « II 

*' & ht iV V*l 
*• • -I, II •• J \M| 

C^l An nrmj I Ik'n S4I 
«ZbMkll.<N VM 
m *■» »IN*»" 

2H C’‘MUa4C «uI v4 
r^- CrJ r W L \’>*I 
2to CV.JI*Ar NI4 
w tHM ii vn sw 
279 nA|V'4l 

» Di(JIUial\ I 
au DnI Hm a J V>|i 
.*41 LiNhsnm U 
F»Caf> c \ 4l 
m Lkin.>nw*«un %w 
7H F-Zciv X l\^4 
2‘rt,pMnU^A7ii VaJ 
2»bnFAhi IdCiir ‘v: VM 
2»7n)rR>* •* 

* ' • H'l V il-iUK Ib.l 

_.*,'. -. I It T AKnrirr 
. w .* A.is r.i M 

I'.ill biK” ih.CiMk'iM'ij 
"S.CiddM 

* F H«v*« Mciai (NMI 


M2 

III 

•14 

Ml 

•I'. 

l|* 

l|> 

la 

■2 

*11 

Ci 


• ^ • 

—- Si 

• '•Jib" *• 

t . \ 

_. ■ I ^ iVtdl 

^ IV|\fHl 

Mil.- I I IWias. \- 
M. r< I •. M I 
k| Mva I» V - 

MIHSmL "Nu 
MlHUK.i in •(- I 
XV-ti KwiiK I |V |N»- 
■'1'^' rE(>4»ll 

S'l4b.(IlMh &MI 

..^lL:m«|NMi 
AhA U»''a<NH^ 
Swdl'iriaMisNI 
VP fi;.^ .\.i: 
vir*",, - 

H.*. * 


K 

<v 

i' 

<1 

W 

ni 

-17 


•«• 
Ml 
MZ 
Ml 
M4 
Ml 
«1K 
U? 
UX 
• - 


on>K 

Ad.<> 

{Xrua-. —-v ' 

£|^rr»..-' • 

SfH li*ya“”** 

RcudlUfliOiMI 

UuUrf C^y«4]D[Wr^!'. !l 

■flSabPH 

iN.rf 

..k .„i.,r.iva 
nimCIn |MMI 




NMI 


iH 

IX 

1 


k. 
11 
V 
kj 
VJ 


Ciftit 
IKvii C K'luiVMI 
5^11 «k *d nxi VdWv I'M 
X Alvin'S 11^ Cobm iSmi 
sumoMrvM 

■■ipTUini UKi .*k. .:! 
'«fr'SiiniiM2lSl>4l 
'•';>"«•• kaL^vpi'.rr* 

• - - « lAMI 
k m i.aiiiUiAMi 
Inn (.< I. me* liU Jla AM 
I rAMAmI 

I »A rillsUrkM i4/>M| 

V- - *,y> '-^iv-vii 

19 J Ovcm iVNI 
(1 i.I.sA Hmar'SM 
aSnrt NMI 
I nul S<>J 
V| 

\ 14 « • « 9 • « 


R U MrvI l*n \iUi 
HIM R 1/ . Am 
/k-U* iami 











BACK 


I licstNiiiKiiiloPowu issnc’^^aii. «iN<tiUble iiicJivKludlly .\cld 
lliciiiiOMiui colIvnimilFt'aiiirrsineadi issiiraiclMctlbelow 


Volume 107 (April ‘9«). Kiibt Bryjni^NRA(<)iii isiile.DcadlN 
Alls Vii iii.tl (JicssQuakt*Rc\K*wPail 2.SiiowI)oardinj(« 
Ufirix ^(^slK•<dl Niiij .1 Si.irringOociiion(C/B) l-cgenciofilie 
RiscrKiii^ Ml DFcaiiiriiigKt’nOrilfcvJu Mi'lPlascrx 
Uioicc Games l^f?vsRt.ckiii HjIIsPiivicw Gam e Boy Camera 
:ui<l Pi inter Foolish Api ilNcwsBiicfs 

Volume 106 (Marches) I OHO" Snowbcurdins.R.inip<i{T4f. NHL 
&ic<ikiwjy1)8.<4!M^‘ ^i>sliisSiorv(x)minue(i NUAiii the 
/-rH 11 W.i no 1^1 1 d 11. ( asclts 4 ii i a Lcgc nds Bi isi- A-Move 2, 

Quest Preview. A First lxM>kat Mission Inipu'^ible. Nintendo 
Power Awaid Noun nations 


Vblumc 105 (Feb ^8> WCWVs NWO* Woi IdToin.NaKano 
Wnici Olsiiipics 98 OKiiipic H<Kkts N.igaiio‘98. Vbaliis 
Siorv.Thc Legendi>rilic M)stical Niii)dSi4riniBCi)Ciiion. 
Didd\ Kn n g R aci n g Cmk-s Fig liters Dcst i n y Acro(*.i ugc. FI FA 
Tile Road III I be Wui Id ( lip 98 J.iim‘sBond(X)7 MaiiiMallaid 
in(jildMi<idow(GB)«Cniisn Woi M 


Volume 104 (Jan *98); Ycxsli isSioi v WC W vs NHO Woi Id 
luui Siuiwbn.iitl Ki<kSpdte W<n Id Rtpnit Diikt Niikiii 64. 
Didds Kong Racing JeopjrilyLFigliKrsDcsiniv TiiroLWarof 
the Di<niiisanrs ThcFidgctts Tlu Lost UbrldJurassic Paik, 
Wet r IX 


Volume 103 (Dec *97) Dnids KcingR<u'ing.7clda64 IIKI 
PliMtc\s.Boinbcini.inh4 ( Ii uiuleon Twist MkMvihulogies, 
WasiieGrci/kv '^•DHiJckcv 98 Aiiioniohili I ainboigliiiu. 
lXinkt> Kenig Land III The Lost World W’heelol Foittine 

Volume 102 (Nov *97) Miihleiifrl NFLQiwnerhackClub^d 
UiihlvlvMiKR.iung bAii Frdiiciscii Ricsli DiikcNiiktin 64. 

Cl.isfighter03 \ liipCc*5n RilH KiibssDreninLand^ Ehinkcv 
Ki ing Lai 1 d 111 Kon am I < 4(>se-Up. Diddy Kix i g Kaci ng« Dual 
Heixies. 


Volume 10) (Oct *97) Extreme^. MiscbicfMakers,Mactr The 
l);nk Age Legion X TciiLspIiereSti'atcgicsAci'oFighicrs.A.ssiuIt, 
F-IP<ilc PnsniiiruSiipc'i NEb^krkaiiiodSupei NESSpace 
1 1 adc I's, Ti ni < m .i no Pi n nbi. liunagui rb i Don kev ig Land III 

Mni Uil Konibat l8:il(GB) 


Volume 100 (Sept.‘97):PreMewsZeIda64. Yoshi^Ston Banjo- 
K«i/ixiic MLBFcaiunitgKenGiirte\Ji.Bonibmiia]i 64 (xinkei <> 
Qi leal, Exii tine G WX.W vs. NWOWbrldiout.Silicon VUJIes San 
Frail CISCO Rush MonalKninhai M\ihologie$.UiikeNiiktnn 64 
Nn.Qiuuictb;ickCJiib'98 5<xl> Hancsi T<ipGcai It^Ils Quest 
64 GoldtnEse* |(H)Bc»i Anibiishta lOOBesi OjdcsLver UK)Bosi 
Games ol All Ti ii 11 Fn -si 10(1 Games for ili e NM 


Volume 99 (Aug *97).CH>ldc iiEyc 007 Mission Hi lel iiigx, Miilti 
Ran 11 g Cl I <1 n I ])i un sb 1 ] I Si <11 Fi ix 64 G<il 1 1 Met Li k TetnspI i c it* 
RcilM>iniii(>4 Bi 111 iswick WTCK.,Kell GuffeyJi PicscntcMl.B 
(G Bk let I IS PI lUs M ISC 1 1 It f M.i ket s Pren ew. Bkia (xjips ( '/y \i n< a 

Volume 9(»(Jul)r ‘97),Stai I* i>\ 64. Dark Rift Resiew, International 
Siipi iMii SiKicrtH Hcxui Piit2.BUst(>orfXs.ExpcrtLe\'cls, 
UNuy sHciuilc&,Onhner|MUte widi Ai uv and Tiavis. 1997 F3 
Pi wiew. Pocket MoivsteixBlaw Cojpsfkjmics. 

Volume 97 (June *97)jClayFiglitc‘i 65 • \HrxcnPan I WirGtxlv 
Tuiok.Dinus.nn Hiiniei W'ajiiMdps, Aladdin. Race f<H the 
Ri I bii% UKL 2: Di c‘ Fi nxl I .eveU, bpai c Stai loi i Si Ii t n n V«i Hey' 
AeroFgbi c*rs.Vssai ilu Blast (aji-ps (kni i ics Tukyo Gamt Sli ow 

RepoTL 


Volume 96 (May '97). DeximM Sii dicginPaH 2 .FIFASucccy 6I. 
St n !■ I )x h 4 Pn'v lew I xisi \1 ki i igs 2 Blast Cd5i ps Straicgi es Pact 2. 
Doukc-y Kcjng(oiiniiv3.TIiel99(j NnituidoPowci .Awai-ds 
Winners.Iniei play FiinPakExtrasagaJva.Wbndti ProjectJ2. 

Volume 95 (Apnl *97) Blast Corps, D{KHnf>I.Tumk.Cmiiplcte 
M.i(>s (lay Pighici (>5 iPiosiesv Whviit GieukvVS-DIIfxkcs 
SiipcrMumiil Super NFS DcxiiiuKiihy kSi.u Siatlar DaikRjft 
PrcMess IkiwiiiB^niiu .iGdinclesiet.G.uiie and Watch Gallery. 
G.uneHns Pocket IVrai dieBovc 


Vblume 94 (March *97), Tiirok. Dinosaur Hi in ter.Powcr Award 
NiiininaiiDiislVHiin &l.SiipcrMaiK>Kaiir>4 KIGoltL<\cK*unced 
(xnnIx)S.Thcl-egcndoJ /elda.1 iiiki Awaken iiig.Tlie 
H 11 n cli bii rk of Not I'e Dai iic. Bc'y i die Bosses. Si i pc r Mano RPG 
FIFASoccei ()'l.(/.uncofilieFiitni‘cC/Hitesi,Hanwi Mooa 


Vulumu93 (Feb *97);M.utnKjri64.Siaj WaixShadtwsof ihe 
EiiipnxfC JnllciiRc Poinis,Ctoldtiityc (K)7 TurciLDiiu».iiir 
Hill IK i TbpGcaj 4(XI0 King of Figlnere.MnleMania.N64 
(ajiiirollei Pdk Get EmioGo.StdrW.iirShaihiwsofdieErapiit? 
i \mi ic I iai s c?)t Ml wii. Mai v'eli ins. 


l^st the Back Ksiie/TipBonkOixki Foi in in liis issue toorder 

S SI Nintc II d<i Power issues indixxiks cn c.iMDiirGuiisiinier 
iMceilcpdi til I cm at 1-81)0-255*3700 to on Ici bv phone wnh 
Visaoi MasierCaiid 






















Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 
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